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A new programming 
series in ST Basic, 
Assembler or C 
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Low cost scanning for 
Desk Top Publishing 
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THE FONT FACTORY 
A superb character editor 

by Sarah Keates 

ORIGINAL SYNTH 

Turn your Atari into a unique synth 

by Bryan Kennertey 
BOWL TRAP 
by Nigel LLtwtllyn 
REV. C for CASSETTE 

by Alec Benson 
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by Ian Finlayson 
GUNSHIP SIMULATOR 
The ultimate thrill! 

by John S Davison 

THE NEVERENDING STORY 

by Carry Francis 

FIRST STEPS - lOCB's 

by Mark Hutchinson 



12 

IS 

26 

56 
70 
SO 



RKVIHWS 



ROADWAR 2000 54 

by John Saemey 
THE DUNGEON 

next in the Alternate Reality series 64 

by John Sweeney 

GAMES REVIEWS .... Pirates ... On Cue ... Dizzy Dice 
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Programming sound on the ST 

by Calm Cox 
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NEXT ISSUE ... 

W r HlST- two games in one with superb graphics. You 
may have seen other card games but not as good as this! 
EXPANDING YOUR ATARI - Start of a new series 
exploring all those ports. 

On sale 25th February. Copy dace 15th January* 



All original articles, programs and other material 
in PAGE 6 is copyright of the author as crcdircd. 
All uncrcditcNj maieria] i& copyright PA13H 6. 
Un leas containing the by-lmoWt] Right* 
Reserved* any material in PACiH f> may be 
reproduced by User Groups and Other non-profit 
making organisations provided that the author's 
name is included and PAGE 6 is credited as the 
original publisher. Permission to pubLish 
elsewhere should be obtained from PAtiK ri or the 
author- Eiditors of newsletters reproducing 
material are requested to send a copy of the 
relevant issue to the HdiTOrial address of PAGF. b. 
Wh]Js< wc mke whatever steps we can to ensure rhc 
accuracy of articles and programs and the contents 
of advert iM tvicnts. Page 6 cannot he held liable lor 
any erro*\ i>r claims made by advcrrlscrs. 



PAGE b is published bi-irn.int.hly on the 1st 
of each alternate month. 

PAGE o is a users' maca^ine which relics entirely 
on resldeiV support in submitting articles arid 
program?. The aim is to explore ATARI 
computing through the exchange of information 
and knowledge. We w ill pay for articles and 
programs where appropriate and we hope that 
readers will enjoy seeing their work published. In 
turn we hope that other readers will learn from the 
articles and programs submitted and increase their 
enjoyment of Atari computing. 

ATARl (TlV1) is a registered trademark of 
ATARI CORP. All references should be 
so noted. 



Subscription rates - annual (ft Scfuet) 



U.K. 
Europe 

Elsewhere- - Surface 
HI sew be re Alt 



I 7.00 
£11.50 

£17.50 

Single copies, and back issues at one-sixth of 
the annual rates. 



Disk subscription (Magazine and Disk) 



U.K. 
Europe 

HI sew here Please enquire 



£30.00 
£37.50 



Please make cheques payable to PAGE 6 
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THE CREDITS 

Full 'official' credits are on page 3, here 
are the people who made it possible, 

Lcs ElliiiBhatn did the Editing 

Nicola Parry looked after the ads 

Phil Cardwell gave valuable Editorial 
Assistance 

The Regular Contributors are ... 

Garry Francis 
Mark Hutchinson 
Matthew Jones 
John Davison 
John Davison jr 
John Sweeney 
Paul RiKon 

The superb Cover illustration and sundry 
other illustrations (also last issue) are by 
Barry Armstrong 

All other contributors for this issue arc 
credited alongside their articles or 
programs. Thanks to everybody for 
contributing and thus helping others. 



Helping long itttc the night for this one 
were Bruce Hornsby, Burythmics > Van 
Morrison? 10,000 Maniacs, Clannad, De 
Damian, Bruce Springsteen and Heart, Teddy 
Q*NeiU and Savage are WO of the very best not 
to mention the Poetic Champions. Phil listens to 
miking but Jean-Michelle Jarre and Abbaf!). 
Still it takes all sons! 

Serious? You bet! But Atari is supposed 
to fun as well isn't it? 

The nejtt issue of PAGE 6 could feature 
YOUR article or program. So, send it! 



PAGE 6 is put together almost entirely with Atari 
equipment and software. Hardware used: tfftXR 
f 0J0 dak drive* S10 disk drive, R50 Interface, 
modem, HEC8Q23 printer, 1040ST, SMI 24 
monitor, Atari SH204 hard disk drive, Epson 
RX 1 00 primer, Microstuffer Buffer. Software used: 
Superscript, Turbo Basic, Tele-Talk, Kermit, Print 
Wiz and several custom written utilities on the 8-bit. 
STwriter, PC tntereomm, Thunder and Fleet Street 
Publisher on the ST- 

Copy is prepared on a I30XE using Superscript and 
various cuttom written programs and then transferred 
to the ST via 8-bit Kermtt and PC Intercontm. It is 
then spell checked with Thunder and the layout 
drafted with Fleet Street Publisher. Finished copy is 
output from the ST to it Konnecf 2 cassette machine 
and then fed into a Monotype Lasercomp typesetter. 



YOU CAN WRITE TO US 



Well, this is our third issue on the 
newsstands but such arc the vagaries of 
the news business that we still don't 
know exactly how many of the first issue 
we sold! We are proud to be dedicated 
to Atari and I am not interested in 
producing magazines for other, lesser., 
computers but one of the problems of 
being an independent publisher with 
only one title is that you need to do 
more to cut out the inevitable wastage 
and make sure that the magazine is 
reaching the right outlets where it will 
sell and not lay on shelves unseen and 
unsold. Unlike others we don't have 
another title like Computerised Fish 
Breeder to fall back on (not that I would 
want to fall back on that!}. Many readers 
have been reporting the progress of sales 
in their local area by passing comment 
but it is, in fact, beneficial to us if you 
can let us know of any major newsagents 
who either do not stock the magazine or 
who sell out. It is not possible, or indeed 
sensible, to get the magazine into every 
small newsagent but it is quite 
important to make sure that we know 
where the magazine is selling well so 
that we can ensure that our distributors 
get more copies to those outlets. If you 
find a shop that has sold out of PAGE 6, 
ask them how many copies they had and 
then drop us a line or give us a ring, it 
will help us and it will help you. 

One of the benefits of getting the 
sales settled is that we can make 
decisions about whether to put extra 
pages in the magazine when needs be. 
For instance w r e had far too much 
material for this issue and would have 
liked to have put in an extra eight pages 
as a Christmas bonus but until our 
news stand sales have settled down it 
would be foolish to gamble. So you see, 
if you keep us informed, we might be 
able to keep you even more informed 
about what interests us all, Atari 
computing. 



YOU CAN WHITE FOR US 

Regular readers wil! know that we 
occasionally put out pleas to readers for 
programs and articles to keep the quality 
of PAGE 6 up to scratch and 
somewhere in this issue you will find an 
'advert' offering you money in exchange 
for programs! If you are new to PAGE 6 
you might be interested to hear what 
sort of programs and articles we like. As 
far as programs go, we will consider any 
type of program thai uses the Atari's 
unique abilities well be it a game* utility j 
business, application or whatever. If you 
find it interesting enough to w r rite, then 
others may also find it interesting to 
type in and use. Articles likewise. If 
there is any subject to do with Atari that 
you think you know well and rind very 
interesting , then write about it. We have 
ahvays preferred our contributors to 
write 'from the heart' rather than be 
commissioned to write 1000 words on 
such-and-such as we believe that that is 
what gives PAGE 6 more depth than 
other magazines. 

Don't be afraid to send a program 
or article to us. If we can't use it you 
will only get a rejection slip with a polite 
thank you for the submission, nothing 
more sinister! And we are quite happy 
to see stuff that other magazines have 
rejected because quite often they reject 
things simply because they don't know 
enough about Atari! Some of the best 
listings from past issues of PAGE 6 have 
been rejected by some of the l top' 
magazines. It is often our, and your, 
good fortune that they seem not to 
understand just what a great computer 
an Atari really is! 

HAPPY NEW YEAR 

This one marks the passing of yet 
another year. To all our long standing 
and our many new readers PAGE o 
wishes a Happy Christmas and a 
fun-filled New Year. Let's hope Atari 
goes from strength to strength in 1988, 
they might even notice we're here. 

' Pm off on my first holiday of the 
year. See you in 1988! 

Les EJlingham 
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NEW, BETTER 




TRANSDISK IV 

Commercial tapes CAN be 
transferred to disk!* 

READ ON! 




Are you lired of waging for cassette games to load? Would you like to 
transfer 1hem to disk for iaster, more reliab'e and canvgnient loading? 
You may have hea.'d or read th at this is not possible. Well. nq| only is 
it possible, but there is a program, Transdisk IV, that will do it all auto- 
malicaNy, you require no knowledge of cassette protection techniques' 
To put it sim ply, Transdisk IV will read ANY Atari cassette, (single, muHi- 
slage, non-standard format, 64K - no problem!), remove the protection, 
Ihen place n on to disk for you. Plus, to load and run the new disk version 
ol a cassette program requires just one keypress from a convenient, 
auto run menu disk. 

The cost of this, the most powerful tape to disk utility for the Atari is just, 
£24.95 inclusive of first class delivery. Also comes complete with com- 
prehensive instructions which were specially written with the cassette 
upgrader and first time disk user in mind. 

Requires: A tari 800XL or 130XE Computer with disk drive and cassette 
recorder. 

RerrtGmb&r, that not only witf you save money on upgrades to disk 
(If they are av&it&bie) but many games are only available on cas- 
sette anyway so Transdisk tv has to be a worthwhile Investment! 

Send an SAE or phone for more details of ihis utility. 

Make Cheque or P,0, payable to DtGICOMM and send your order to:- 

DfGICOMM 

170 Bradwell Common Boulevard, Milton Keynes, BUCKS MK13 8BG. 

Te 1 : (0903) 663703. 

Demonstrations arranged for callers by appointment 
Tor your convenience Irom the original cassette only. 




PITKIINIX 

26b Heath St., 

Gotborne, 

Cheshire 

WAS 3 AD 

Tel: 0942 719423 



CHRISTMAS 
GIVEAWAYS 



COMPUTERS 



Atari 520 STFM 
Man IW STM 
Mega ST f SM125 
Mega ST4-SM125 



PRINTERS 



KXP 10B1 
Citizen 12QD 
MP tes 

MP ABQ 
ATARI SM S04 



iM Curmana 
1M Triangle 
Drive Cleaner 



Disk Drives 



Quick Shot JJ 
Turbo OVShot 
Pro 6000 
Professional 



Joystick' 



VVS20C0 Moe en- 



Hard ware 



£275.00 
£459,00 
£890.00 
£1145.00 



£179.00 
E199 OO 

E369CO 
r io9 C'j 



£133.00 
£133.00 
£ 6.99 



E&.95 
£ 12 95 
£ 13 9S 
£ 14.96 



Cii9.no 



SOFTWARE 



Barbarian 
Defender/Crown 
Slar Wars 
Terrapods 
Slar Trek 
Blue War 
Flight Sim ll 
Backlash 
Solomon 5 Key 
Gnome Hanger 
R&d Ore 



£ 19 75 
£ 22 96 
E 14 95 
E IS. 75 
£ 16.95 
£ 16.95 
£ 27.95 
£ 14.95 
£ 14.95 
£ 14.95 
£ 19.99 



ST-Scart 

ST-prinler 

Joy-extension 



Cahles 



C 9 95 
£ 12 95 
C5.50 



M onitors - 



Mono SM125 
Colour 5C122d 



£113.00 
£369.00 



STfv' 

STFM 

SM125 



Dust Covers 



£ 4 95 
£450 
E 5 95 



1-9 
25-49 



UNBELIEVABLE DISC PRICES 

£ 1.05 10-24 
£ 0.95 50-100 



£ 1.09 
£0.95 



VfSA 



Plvjfese make all cheque* P/O *tc. payable to FUThONIX 

All pritres include VAT and delivery 
■ Please phone or send SAE for latest lists 
_ Shop open 9 - 5.30 VISITORS WELCOME 



STARTER 




SAVE £££'s 
Atari 520 STFM Computer 
Built-in y 2 Meg. Disk Drive 
Built-in Yi Meg. RAM Memory 
Built-in T.V. Modulator 
Built-in Power Supply 
Separate Numeric Keypad 
Midi Interface 
512 Available Colours 
Free Mouse Controller 
GEM on ROM 
Free Atari Language Disk 
5 Free Disks . . . . 
C/PM, Utilities, Demo s etc. 

£260 EX. VAT 

inc. VAT = £299.00 

OfllY * r0 '• 10 BLANK DISKS 
• MD 70 L STORAGE BOX 
• MICROBLASTER JOYSTICK 

(Total Value of these items - Nearly £40111} 

Compumart Care MORE 

We now offer a "FREE LOAN MACHINE" 
(subject to avaifability) should any delay 
occur during your Warranty Repairs. 
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Great CompurTngrt Deals always available 
on the full range of ATAfl I ST H ardware. 
Software and Peripherals. 
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Compumart 

Dept PA6 Unit 8 Falcon Street 
Loughborough ■ Letcs - LEU !EH 

S 0509 - 262259 / 266322 / 233693 

(Prices d Delivery Subject ro A vaiiubiiity E. A Q.E.) 



Page 6 - Issue 31 




and get them right! 

The program Listing* In PAGE 6 are prepared careful!* r to 
«J that thev can b« tvp*d In o « j P°* .Ibl £ B. for* 

r ping aT1 y ItafM)* emure that you are fam liar with the u»e 
Tth^hifi and CONTROL and INVERSE key* a* outlined 
fa, your computer manual The listing* are jmpud J 
match exactly what you *ee onscreen. Every char uter that 
Tu may tee in a Latins 1* Included in the chart below for 
cTo S Treference. By using TYPO 3 you can *■»»» that you 
^pe in the progra me EXACTLY aB they are prtnled R«» 
STr a single typing mistake may mean a program will not 
run. 

WHAT ABE THOSE CODES? 

Each line of a program begins with a special two letter 
codl THESE SHOULD NOT BE TYPED «. They are u.ed 
f t L oro « fara TYPO to check that you have typed each 
ffl l VOU HAVE NOT ALREADY TYPED IN 
THE TYPO 3 LISTING PLEASE DO SO NOW, The prograrn 
car, be used a* yon type in each tin* o( a program or to check 
an already typed program. The code for each line will match 
but if you have problems check the listing ™™^" 
Wow carefully, you are most probably typing a CONTROL 
character Incorrectly TYPO 3 cannot check f a tine has 
been missed so If you have problems in runnmg a listing 
count the lines Ln the program and ensure none are missing. 
JftLTYPOcodesmatchand^ 

LIST it to cassette or disk using LIST C; or LISl 
*D:t«enam*», switch off the computer, re-boot and d»n 
ENTER the program using ENTER U or LP-inn 
"D filename". Save this vexsion In the normal way 

HOW TO USE TYPO 3 

i Type in the listing carefully for although you can use 
TYPO 3 to check itself (see 6 below) it may not work if you 
have made mistakes. 

2, SAVE or CSAVE a copy of the program. 

3 Each time you want to type in a program listing RUN 
TYPO 3 ttrst. The program will install a machine code 
routine in memory and then delete itself Now type In a line 
as shown in the magazine excluding thef^t two letter code and 
press RETURN. 

4 A two letter code will appear at the top left of your screen. 
If this code matches the one in the magazine carry on and 
type the next line. Note, the code will not match if you use 
abbreviations. If you prefer to use abbreviations LIST the 
line you Have i« S t typed move the cursor to that line and 
press RETURN. The code should now match. 



5 If the cr.de dues not match, use the editing keys to correct 
the line and pres* RETURN again. Repeat if necessary until 
the codes match. 

fe. To ch«ck a line you have already typed LIST the line, 
place the cursor on that line and press RETUHiH. 
7. When you have finished a listing Just SAVE or CSAVE \\ 
In the normal way, 

You can type In a program without using TYPO 3 and then 
check It by SAVElng or CSAVElng a copy of the program, 
running TYPO 3 and then LOADlng or CLOADing your 
program and proceeding a* in step 6 above. 

Always SAVE or CSAVE a program before running It and 
alway* use TYPO before telling us that a program will not 

run. __ . „ M J uuu ^ M wm iiii in"-^"" , """ " l "" M W " > ' , " > * 

III bsi Alt* B«nsdn * 
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* published by aW Mn!:.,ry^^nrr- 



S6 186 CAAPWItS 9 

«t 118 FOR 1=1538 10 1?91:A*AD 

POKE i,6lN£HT I 
CG i? « if CK03*765 ™E" * "Error 

sTitewits - Check Typings 
YH 138 f^LlSR(l5S61 
uT 14B f if "TYRO HI is UP 

MEH 



a : CK=CK»A 
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1,L8 OdTA 246,8, =*8 .2*8,2*8,192, 36,286 
1828 DATA 2*Z . 96 , E** , 16» 79 , 151 , 3 b . "5 
183* DAT* 28*, 1*9,6, 153. 26, 3, 1*2,* 
18*8 &ATA t a9,*,22B.157,7? 1 6,352,2Z4 
1*58 DATA 16,2811.245, 1*5^1,141."^ 
1868 CflTA 189,6,141,64,6,173.4,226 
1876 SAtft 18S,8, 141, 35, B, 173, &,22fl 
1888 DATA 185 , * , 1*1 , 96 , 6 , 169 , « , 162 
KK 1898 DATA 3,149,283,2*2,16,251,96,8 
Zfi 11*8 Dflt* 8, 8,8, 8,8,8, 8.8 
18 1118 DOTft 8, 8,8, B r 9,«, 31, 9* 
JH 1128 DATA 6 . 8 , 72 . 2* 1 , 1*5 , 24* , 55 218 
TV 1139 DATA 263 , 1 33 , 289 , 13B .. 72 P 1 61 , 6 , 1 13 
T M 1140 DATA 286,165,8,18,38.386,6.289 
rtF 1158 DATA 144, 7, 24, 1*1,283,14*, i, 236 
HI. 116H &ATA 288.282,386, 2*9, 133, 287. 24,1 

TH 117* 8 AT A 284 , 181 , 287 . 13 3 , 3*4 . 16* , 2B< , 
AH 11B* t>*TA 288.133,285,164, 286,185.8, 11 

MM Jl9B DATA 286 , »6* , 17* . 184 48 t* , 13* . j >Z 

HP 1288 DATA 152,72,162-8,134,287,11*^61) 

GF 1318 &ATA 1*8,2*, 6, 28*, 36, 785,39,286 

Z 122* OAT ft 36, 287, 3*, 289,56,^5,207, 233 

TM 123* DATA 164 , 1 7 8 , 1*5 , 2 0 A , 213 , 2 , 1 4* , 4 

I! 12*8 DATA 134, 287, *11,2**, 136,288.227, 

CB 1258 DATA 8 , 165 , 2*7 , 1 J * , 284 . 165 . 26B . 6 
MN 1268 DATA 2*4 , *2 , S 81 , 2* , 144 . * , 233 , 26 
m lira DAtA 236, 28*. 2*2, 2*8, 2*1, 113, 285, 

B.C 12B* 6-AT A 126, 1*5 , 86,288, 192,**, 288, 24 

^18 8*TA 158,284,185,148,166,3,1*5,86 
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138* DATA 165, 285, 3*, 165, 161, 288, 14*, 6 

a 

13 1* &ATft 32,89,6,1*4,168,76,153.6 
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E5C E5C 
ESC CTRL - 
ESC CTRL. = 
E5C CTRL + 
ESC CTRL * 
E5C SHIFT CLEAR 
ESC DELETE 
ESC TAB 

ESC SHIFT DELETE 
ESC SHIFT INSERT 
ESC CTRL TAB 
ESC SHIFT TAB 
ESC CTRL 2 
ESC CTRL DELETE 
ESC CTRL INSERT 



INVERSE SPACE 



DISKOVER 

OUR GREAT 
DISK DEALS... 

WITH NEW LOWER PRICES, 
FREE PLASTIC LIBRARY CASES 
AND FREE ISt CLASS DELIVERY 



£ Y A f*lf COMPUTER 
5> I A WlV PRODUCTS 



CENTRONICS PRINTER INTERFACE 

40 O, 800, XL, XEfAnySBil Atari) 




£39.95 

OFFER PRICE 
ENDS 1/3/8S type 720O0 

• ANY CENTRONICS PRINTER 

• NO SOFTWARE NEEDED 

• ALL CABLES SUPPLIED 

• EASY TO USE - JUST PLUG IN AND GO 

• TRANSPARENT & CONVERSION FEATURES INCLUDED 

• FULL YEARS WARRANTY 



^ , 

FREE 40 PAGE 
CATALOGUE ON 
REQUEST OR WITH 

L ORDER 


MEEDMORE LIMITED 
28 Forrkers Wav 3 Nalherlon 
M^r£ev«bd« L30 4X1 
Tel: 051-521 2202 








TURN YOUR 1029 PRINTER INTO 

4 PRINTERS IN ONE 

with FONT jv 

Replacement character ROW 

Tfes 4 character ONLY £24.99 POST FREE 
sete at the flick of a switch - 3 new - all with true deswndars, 

□ Simply replace the old character ROM in your 1029 with FONT N. 
Ho soldering or cutting necessary 

Fitted in minutes. 

□ 100% compatible with all existing software. 

Q Adds new dimeiisioDs to your letters & document. Contains existing 
Atari character set plus 3 new sets: 



nq 

HBCDEFGH 



FUTURE 



DESCEND EB 

rlBCDEFGH 
or just defender SDH for only C 1 2.99 post ran 

□ If you prefer we can supply just the descender character 
on a chip at a lower price. 

Q Simple to fit - no soldering etc. 

Q 100% compatible with existing software. 




3 -5 Blank DisHs 



TOP QUALITY BULK 
PACK M" DISKS 
l Fully Guaranteed 
. Individually Certified 
t Tested 1 00% Error Free 
FREE - User Labels 
FREE - Top Quality 
"SLIM PACK" Plastic 
Library Case with 
every 10 Disks 
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EX VAT 
■ru:. VAT = £12.65 



£49 

inc. VAT = 



.90 

EX. VAT 
= £57.39 
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EX VAT 
inc. VAT = £106. 



£13 



,00 



EX VAT 

inc. VAT - £14.95 




.90 

EX. VAT 



inc. VAT = f 68.89 
Miff EX. VAT 



VAT 

jrt^JT^ 28,69 



MD 70L - 2Yi" DISK STORAGE BOX 

• Holds up to 70 Disks 

• High Quality 

• Impact Resistant 
Plastic 

• Smoked Hinged 
Lockable Lid (2 Keys) 

• Supplied with Dividers 



ONLY 



lui valuator 
spilt d r ^ s 



■I H ■ EX VAT 

inc. VAT = £12.95 





Dept PA6 Unit 8 falcon Street 
Loughborough - teles ■ LEU 1EH 

& 0509- 262259/ 266322 / 233393 

(Prices & Delivery Subject fo Availability £. A O.E.) 
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EXPAND THE CAPABILITIES 
OF YOUR 8 BIT SYSTEM 

Expanding the 1050 disk drive's strength is what ICDs US Doubler is all 
about A true performer in the area of hardware modifications, this chip set 
quickly transforms your Atari into a powerhouse, radiating with / nn °vatwe 
feat 

fo 

designed to triple your sp 
compatibility with existing Atari software. 

US Doubler us Doub1ef tw0 chjp set and fitting instructions £29.95 

This Disk Operating System has been widely acclaimed as the best DOS for 
the 8 bit Atari range, SpartaDOS from ICD supports everything from 810 disk 
drives through RAM disks to hard disks. A special menu allows rapid transfer, 
erasure and locking or unlocking of files using only the Space Bar, Option, 
Start and Select keys. The utility package supplied also features a 32 character 
keyboard buffer, intelligent switching between disk densities, a binary tile 
game menu, subdirectories and time/date file stamping. 

SpartaDOS complete with 175 page manual £29.95 

THE PERFECT COMBINATION - SPARTADOS AND US DOUBLER - ONLY £49.95 

Now you're no longer limited to Atari compatible printers and modems. The 
P R- Connection plugs directly into the serial disk drive port of any 3 bit 
Atari computer and provides the user with a standard Centronics printer 
interface and two RS-232 serial ports. It also draws its power from your 
computer which means one less cord fighting for a power point while its 
compact size leaves your work space virtually clutter free. 

The P R: Connection's serial ports use a fully compatible R: handler and 
resemble those of the 850 interface with the same signals and functions. 




SpartaDOS 
Construction Set 




P:R:Contiection 



: Connection and manual £69.95 



Supra's Microprint is a parallel printer interface for the Atari 8 bit series ot 
computers which plugs into the computer's serial peripheral port and tnt>n 
directly into the printer. It works with most parallel printers and 8 bit software 
and includes a built-in printer cable. 



Micro 



ii 



Microprint 



£29.95 




The SupraDrive AT 20Mb hard disk for the Atari XL and XE series connects 
directly to the computer's parallel bus, allowing high speed data transfer 
rates of 8-10,000 bytes per second (approximately 10-15 times faster than the 
normal Atari drives). The SupraDrive AT stores more than the equivalent ot 
?U0 single density Atari disks and can access any information within 
milliseconds. All this adds up to an extremely efficient system for the serious 
Atari 8 bit owner. The SupraDrive AT is supplied with hard disk interface, 
built-in power supply, manual and SpartaDOS. 

SupraDrive AT ready to plug in and use £749.95 



Rambo XL transforms your 800XL into a mighty 256K computer and makes it 
memory compatible with the B0XE, Now your XL can support Basic Xt 
extended mode or the standard RAM disk supplied with Atari DOS 2 5 - With 
the RD COM handler supplied with SpartaDOS you get a 192K RAM disk- 
enough to duplicate a full double density disk in one pass! You must supply 
eight 256K DRAMS and the DOS of your choice. 



Rambo XL with fitting instructions 

ALL PRICES INCLUDE VAT AND DELIVERY 



£29.95 




RAMBO XL 



E FCTtier 



SoftWarSPO Box I H, Harrogate, North Yorkshire, HG2 QBE, England. Telephone: 0423 67 1 40 
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BANNED! 




Friday 13th turned out to be 
unlucky for Red Rat Software for on 
13th November they launched Little 
Devil, their latest Atari releasej only to 
discover that it had been banned by 
Silica Distribution acid certain overseas 
distributors! What is more Silica went 
totally over the top and banned thviir 
next release entitled Nightmares even 
though they hadn't seen a finished 
version! 

So what is so evil about these titles? 
Nothing at all, they are just variations, 
on traditional arcade style games. Little 
Devil just happens to be set in Hades 
where you have to collect lost souls in 
order to rescue a Princess., and 
Nightmares has some superb monsters 
in a scrolling shoot-crn-up format. So 
why ban them? Silica say that they will 
not touch anything that deals wiih the 
occult because it 'is harmful to 
children 5 . Talk about double standards' 
How come it is perfectly acceptable to 
kill people with karate, bombs and guns 
and wipe out every living alien just 
because they don't happen to come from 
your planet, yet rescuing a Princess in 
Hades is harmful? We suspect it has a 
little to do with distributors losing 
interest in 8-bit titles and finding a 



The computer industry' is alive and 
well judging by the recent POX r Show. 
Anyone who went on the Saturday will 
testify how crow r ded it waSj there were 
even rumours that they might have to 
shut off the gallery because of the 
number of people! 

The official attendance figures show 
that over 72,000 visitors turned up 



convenient excuse not 10 stock ihem. It 
will be interesting to see how r many ST 
lilies get banned (we can think of several 
candidates.) in the coming months. 

In the meantime, Red Rat need the 
support of every Atari 8- bit owner 
because they are one of the few to stick 
to supporting this format. In a difficult 
market they are trying to bring you new 
titles regularly and if they can't get them 
onto the market, you will lose another 
software company. If your local dealer 
can't get these titles you can order direct 
from Red Rat at P.O. Box 12, Prescot, 
Mersey side, L35 5HG. Tel. 051 42 b 
9085. Both titles are £7.95 on cassette 
and £9.95 on disk. 

Other new releases from Red Rat, 
(censorship allowing!), are SPACE 
WARS, DOUBLE PACK No. 1 with 
PLANET ATTACK and MADJAX, 
LEAPS I ER, DOUBLE PACK No.2 
with BURGLAR BI LL and 
POTHOLE PANIC and SPEED 
RUN. All are £7.95 on cassette and 
£9.95 on disk. Two new releases for the 
ST at £14.95 are Pengy and Screaming 
Wings. 

Support Red Rac, ihey arc 
supporting you! 



making this the biggest U.K computer 
show in history. With repeat visits 
included, the attendance was over 
80,000, 

Getting that many into the Novotel 
will be a bit of a crush, but let's hope 
thai the Atari Christmas Show> just 
gone, enjoys equal success. 



GAME OF THE 
YEAR 

The Guild of Thieves, available in 
Atari format, has been voted Game of 
the Year in the 1987 British Micro 
Computing Awards, a double 
achievement for Magnetic Scrolls 
following earlier awards for their first 
release* The Pawn. 

Magnetic Scrolls Managing 
Director Anita Sinclair is delighted that 
their second game should win an award 
because "it was probably judged on the 
quality of gameplay ... rather than the 
technical achievements of the parser and 
the visual delights of our graphics". The 
Pawn was widely acclaimed as breaking 
new ground with its parser and graphics 
and following up an initial success is 
always difficult. 

Rainbird Software have just 
released the third Magnetic Scrolls 
adventure, Jinxter, and are hoping that 
it will be just as successful. 



GNOME 
RANGER 

Level 9's latest release, Gnome 
Ranger is being marketed directly rather 
than through Rainbird Software and is a 
3-parij light-hearted adventure 
concerning a bossy Gnome called Ingrid 
who leaves her dreary farming village to 
study gnome economics at college. She 
returns with all sorts of new -fangled 
ideas and sets about modernising her 
family whether they like it or not! Every 
improvement ends in disaster but Ingrid 
is not put off, she chronicles every event 
in a diary which accompanies the game. 
Eventually, after a secret meeting., the 
gnomes give Ingrid a magic scroll but 
when she reads it it transports her far 
away and she must find her way back, 
putting the wilderness to rights as she 
goes! 

Level 9 have tried to make this a 
different style from their previous 
adventures whilst retaining the parser 
and text abilities found in Knight Orc 3 
their latest release through Rainbird. 

Unusually for Level 9 this one is 
available on disk for the Atari XL. XE at 
£9.95 or on 2 cassettes for the same 
price. It is good to see Level 9 finally 
recognising Atari owners with disk 
drives and doubly good that they can 
put the product out at the same price as 
on cassette. Why can't others do it? * 
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EASIER THAN 
AtJTOMAKE? 

Dear PAGE 6, 

While browsing through 
the September/October issue 
of PAGE 6, 1 was surprised to 
see your AUTOMAKE 
program for disks, I agree that 
it is a lot easier than typing 
RUN "D: filename" but I have 
found a much easier way, 
using DOS 2.5. First insert the 
DOS master disk and boot it 
up, when the DOS menu 
appears select 'V to load a 

binary fik- Wncn tnc P tom P l 
appears, type SETUF.COM 
and press return. The drive 
will then load and run the 
program, A menu will appear, 
select option '3' SETUP 
AUTORUN FOR BOOT. 
Another menu will then 
appear, select option 5 2*. It will 
men ask you the name of the 
file you wish to Autorun. Type 
in the filename, for example 
DiPAGE then insert the disk 
that you want the Autorun on, 
(Remember it must have the 
program on e.g. PAGE), press 
return and it will now create 
the AUTORUN SYS file. To 
re-load switch off the 
computer and switch on again, 
it will now autorun your file 

Michael Jaques, 
Manchester 



We are aware of the use of 
SETUP.COM but a lot of users 
do not have a full copy of DOS 
2.5 which includes this utility 
and are you sure: it's easier than 
using A U TO MAKE? It seems 
to us that typing R UN 
"D:AU TO MA KE 7 1 and then 
typing in your filename is easier 
for beginners than having to 
remember about Binary loads 
and such like. 



OH NO! NOT DOS 4! 

Dear PAGE 6 

Help! I am one of those 
unfortunates that upgraded to 
DOS 4 and have since 
discovered that I would be far 
better off with DOS 2.5. Can 
anyone suggest a way of 
converting my hies from DOS 
4 to DOS 2.5? I don't own a 
cassette unit so I can't make 
the transition via tape. Please 
help! 

Andrew J. Yates 
Oswestry 

And we thought everyone 
had started out with a tape 
deck! Sorry t but the only simple 
way of doing the conversion that 
we know of would be by means of 
CSAVEing the files and then 
CLOADing them into the DOS 
2.5 format. Unless some other 
reader in the same situation has 
written a conversion program? 

GAUNTLET BUGS! 



character at '8' waited 
patiently for the other to join 
him the long way. 

The problems with 
crashing could therefore be 
related to the method of 
copyright protection used, a 
slightly below standard drive 
having trouble reading these 
non-standard sectors. 

M.S. Silvester 
Aldershot. 

COPYING FASTER 

Dear Sir, 

IboughtVot.2lSlQ.2of 

the FASTER disk magavine at 

ihe PCW Show. Can the 

games and utilities be put onto 

another disk and if so how? 



Dear PAGE 6, 

Like John Davison in his 
review in Issue 29, 1 have had 
similar problems when loading 
Disk 2 and when selecting a 
character. 

The Dungeon disk 
appears to be heavily copy 
protected, and remembering 
an article on copy protection 
using non-standard sectors 
which indicates that some 
drives have problems reading 
these sectors, I reconfigured 
my drives to make the newer 
one Drive A. On re-booting, 
the dungeons loaded perfectly 
and there have been no 
problems with crashing when 
selecting a character. I also 
tried sending one character to 
Exit 4 and the other at Exit 8, 
There was no crash and the 



P.T. Whitley 
Southampton 

You may copy any of the 
FA STER disks, so long as it is 
for personal back up only, 
otherwise you will be in breach 
of copyright. Assuming that you 
have a sittgle drive system, dick 
and hold the left mouse bution 
on the application you are going 



to copy, then drag it over on to 
the B: disk drive icon. From 
there follow the on screen 
prompts. It is quite simple but 
your must ensure thai any 
associated files such as Resource 
files ( with the extender .RSC> 
are also copied. 



GOOD ADVICE! 

Dear PAGE 6, 

1 would like to offer some 
advice to people having trouble 
with mail order companies. 
When writing to these 
companies, have the letter sent 
by recorded delivery. It costs 
around 40p for first class, but 
the company in question can't 
tell you it's been lost in the 
post. If this brings no joy, 
contact your local trading 
standards officer or consumer 
protection department. They 
should be able to make things 
move. Also keep a copy of any 
correspondence that is sent or 
received. 

S.A. Collett 

Kings Norton, Birmingham. 



Got anything interesting to talk 
about? Or some questions to ask? Or 
some tips to pass on? Write to 
Readers Write, PAGE 6, P.O. Box 
54, Stafford ST16 1DR 



ASTRONOMERS UP 
IN ARMS! 

Dear PAGE 6, 

Why does there not seem 
to be any Atari astronomical 
software on the market? 
B.B.C., Crummy dore and 
Spectrash have this type of 
software currently available 
but Atari seem to have omitted 
the possibility that people 
using an Atari have need of 
astronomical programs. 

I cannot believe that Atari 
have neglected us amateur 
astronomers since Atari is big 
in the U.S. A and astronomy is 
a very popular pastime across 
[he Atlantic. 

I would be grateful for 
any help regarding the above. 

Lynne Lancaster 
Secretary 

Blackpool & District 
Astronomical Society 



Several programs, although 
not commercial* come to mind. 
For 

ihe ST there is SKY MAP 
from the public domain . For the 
8-bit there is Observational 
Astronomy from ANALOG'S 
issue 13 or Skyscape from 
COMPUTE!, Issue 66. You 
might be able to get these back 
issues through the Contact 
column. Atari themselves have 
an astronomy program for the 
8-bit although it seems to have 
only been released in ihe States. 
You could try a retailer such as 
Ladbroke Computing of Preston 
who specialise in importing 
software from the U>S,A, 
Maybe some of our American 
readers could suggest other 
programs? * 
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SOFTWARE 

EXPRESS Ltd. 




NEW RELEASES!!! 



SPECIAL OFFERS!!! 



ALTERNATE REALITY {THE DUNGEON),,,. DISK £19.99 

GUILD OF THIEVES „„ DISK £19.95 

KNIGHT ORC„„ Wi , c\5S £14.95 

KNIGHT ORC. H .... DISK £14,95 

DRUID,... . „ CASS £7.95 

DRUID- „..«...- , DISK £12.95 

THE LIVING DAYLIGHTS CASS £9.95 

THE LIVING DAYLIGHTS DISK £14.95 

ARKANOID., _ CASS £8.95 

A KKANOID. ,. DISK £14,95 

I>ARG CASS £3.99 

I>ARG..™ t , M+t „ J++ DISK £7.99 

JOE & THE NUCLEAR CAVERNS..... CASS £3.99 

JOE & THE NUCLEAR CAVERNS DISK 17,99 



CONVERSATIONAL FRENCH ..... CASS 

CONVERSATIONAL GERMAN CASS 

KINGS SIZE (50 GAMES) . CASS 

FIRST STEPS WITH THE MR. MEN CASS 

MICKEY IN THE GREAT OUTDOORS DISK 

MOUNTAIN KING . „„. CART 

MINER 2049ER...^. >1+t+llltT+ ...„ CART 

BASIC (400/300) . CART 

ROSENS BRIGADE mmh .„ CASS & DISK 

CLOWNS AND BALLOONS CASS & DISK 

SEA BANDITS „ CASS & DISK 

POOYAN CASS & DISK 

ONLY £5.00 EACH I! I 

POLE POSITION. CASS 

LONE RAIDER , CASS 

ONLY £2,00 EACH II! 



TRIVIAL PURSUIT 

THE ULTIMATE COMPUTER BOARD GAME FOR THE ATART C/D £ 14 .95, ''£19.95 

XLENT SOFTWARE JO-PRINT- 
ALLOWS YOU TO PRINT, EDIT FONTS AND DUMP GRAPHIC 8 SCREENS 
TO A 1029 PRINTER (DISK) £14 95 

THE FIRST XLENT WORD PROCESSOR 

" A V] ] C " M AG A Zl X E A W A RD WINNER FOR 19S7 (DISK) £29.95 



MAGAZINES - back issues still available - phone for details 



ATARI 130XE CO M PL 1 T ER/XC 1 2 DATA RECORDER PACK 

INCLUDING JOYSTICK AND 6 PROGRAMESt £139*5 



MINT-OFFICE 11 « £19.95 

SYSCAI.C (DISK) ADVANCED SPREADSHEET... £49 ¥5 

SYNF1LE (DISK) - ULTIMATE FILING SYSTEM £49.95 




THE 
ONE 
STOP 
ATARI 
SHOP 



021 328 3585 
021 643 9100 



O.S.S PRODUCTS 

THE WRITERS TOOL (ROM).. £69,00 

BASIC XL (ROM) „...,.. £59.00 

BASIC XE (ROM) £79,00 

MAC/65 (ROM) £69.00 

BASIC XL TOOLKIT „ £29.95 




ATARI 
ST5 
AVAILABLE 
FROM 
£259.00 
PHONE 



ATARI 400/800 OWNERS "THE PROGRAMMER " 
CONTAINING BASIC ROM & MANUALS 
ONLY £7.95! 




This Advfri wh l7p«Mt tin 
*d Atari ST wing Fle*t 
£m*l I'uhllihrr, trtd vjL 
put Id ■ Qmi PSB0O+ l_u<r 
frinttt. 



SEND OR PHONE FOR OUR LATEST PRICE LIST 

ATARI VJCM fXUXE 520/1040 (PLEASE SPECIFY) 



BOOKS 

UE RE ATARI * A GUIDE TO EFFECTIVE PROGRAMMING... .£17 M 

ATARI TECHNICAL REFERENCE NOTES. £17.00 

ATARI L30XE HANDBOOK (XL/XE BASIC MANUAL) „ £8.95 

OTHER BOOKS AVAILABLE • PHONE WITH REQUIREMENTS 



ATARI 



ATARI 



ATARI CARTRIDGES 
ASSEMBLER EDITOR ... £19,95 
CAVERNS OF MARS „ £7.95 

DEFENDER £7 95 

DIG DUG £7.95 

DONKEY KONG JNfL £7.95 

JOUST ... +t+ ..,^.„, „ £7,95 

LOGO £29.95 

MICROSOFT BASIC II . £19.95 

MISSILE COMMAND £7,95 

MUSIC COMPOSER £7.95 

SKY WRITER £7.95 

STAR RAIDERS -.n-...™. £7.95 

TENNIS £7,95 

TYPO ATTACK ^.„ +++ . £7.95 



ATARI 



ATARI 



DEALER and OVERSEAS Enquiries Welcome 



514-516 Alum Rock Road, Alum Rock, Birmingham. Telephone: 021 328 3585 
212-213 Broad Street, Birmingham, Telephone: 021 643 9100 
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WARGAMES 



A major survey of almost every 
wargame available for the 
8-bit Atari conducted by 
M* Evan Brooks 



Computer wargaming in the United Stales is a dedicated 
market; there are c 15-20,000 dedicated computer wargamers, 
and this points out a problem inherent in the market. While 
wargame products are assured of a certain sales target, it is quite 
difficult for sales bo reach the broader market. Only Microprose 
has been able to expand its sales into the gold or platinum levels 
(100,000/ 250,000 sales respectively), thus, as companies grow 
larger, they tend to produce less wargamcs and target the more 
mainstream efforts. 

In the United States, computer trends went from arcade to 
adventure to simulations. In Britain, the trend went from 
arcade to simulations, but with the emphasis on cassette 
products in Britain, products tend to have a relatively short 
shelf-life and an inexpensive price, This lias tended to prevent 
the more detailed simulations from gaining access to the 
overseas markets. Hopefully, this is in the process of change. 

This reviewer has been engaged in simulation gaming since 
1966, and has been involved in computer simulation gaming 
since 1982. My background includes service in the United 
States Army (currently, I hold a Reserve commission as an 
Infantry major). 

ALMOST EVERY GAME AVAILABLE 

This article will attempt to rate every wargame for the 8-bit 
Atari with which the author is familiar. Many of these game will 
be converted to the ST, In deciding upon the aspects of a 
computer wargame, there are certain selections that one must 
make. Usually, levels of difficulty range from introductory to 
intermediate to advanced, with gradations between these 
parameters. In addition, the primary medium must be 
considered: land, sea and, -'or air and finally, the level of the 



M. Evan Brooks is well qualified to comment on Wargame 
simulations being a graduate of the United States Army Command 
& General Staff College and being currently enrolled in the Naval 
War College. He has obtained qualifications in various branches of 
the Services including Infantry, Armor and Military Intelligence, 
His full time occupation is an Attorney with the Federal 
Government (IKS) and he is a Major in The United States Army 
Reserve currently sewing as Operations and Planniftg Officer for a 
Military Police Battalion. 



simulation - tactical (man-to-man up to company-level), 
operational (battalion-level to division-level) and strategic 
(corps- level to theatre army or higher). This review will 
delineate the games available by levels of difficulty. Within each 
level, the subject game will be characterised by its medium, 
simulation level and overall recommendation. Overall 
recommendations are noted by star ratings following the game 
title: 

0 = avoid 
= minimally adequate, at best 
^-•^ - buy ONLY if interested in this period 
^-^T^- — recommended 
^^^^ = highly recommended 
***** = a MUST HAVE 

+ - a rating midway between any of the above 

These ratings are the authors own, and reflect a personal 
opinion as to the 'success' or lack thereof of the product. 
Additionally, it must be noted that price does bear a relation to 
rating, i.e. the 'bang for the buck' theory holds true, and often 
an inexpensive game can achieve a higher rating than a 
(marginally) better but more expensive product. Following each 
Level are the Moribund Products - no longer available for sale, 
but often found in close-outs and sales. 

AVAILABILITY 

SSI have an agreement with U.S. Gold in this country and 
most, but not all, of their titles are easily available from any 
Atari dealer or from many Mail Order dealers, Microprose now 
have a U.K. subsidiary and their games are* or will, be available 
at U K. prices. Most of the other games, providing they are 
currently available in the United States, can be obtained from 
specialist dealers such as Strategic Plus s P.O. Box 8, Hampton, 
Middx TW12 3XA (Tel. 01 979 2987) and Computer 
Adventure World, 1A Charing Cross, Birkenhead L41 6EJ 
(Tel. 051 666 1132). Other retailers who specialise in import 
American titles may be able to help such as Ladbroke 
Computing, 3, Ormskirk Road, Preston, Lanes PR1 2QP (Tel. 
0772 21474). Where products are released in the U.K. you will 
rind the price in sterling alongside, otherwise the price in USft, 
where known, is shown. 
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INTRODUCTORY LEVEL 



This is where you should begin if you have little previous 
wargaming experience. Jumping in at too high a level might put you off 
wargaming forever. Get a few of these, learn the ropes and you vHU soon 
be at intermediate level, 

BATTALION COMMANDER ** SSI ,£14.99 

A tactical contemporary portrayal of armored warfare. With 
built-in as well as design-your-own scenarios, The game offers a myriad 
of options. Easy to play, its utility is damaged by its. ^historical lessons 
learned. LAND 

BATTLES FOR MIDWAY ft TDC, & 

This simulation offers outdated graphics, poor game play, and little 
value. Since it is a recent release, many Atari owners may be 
considering its acquisition due to the dearth of new products, but 
beware - this is not a viable commercial simulation, it resembles public 
domain material available elsewhere. SEA/ AIR 

BROADSIDES ***** SSI, £24.99 

A tactical simulation of ship-to-ship combat during the Napoleonic 
Wars. With both an arcade and tactical option, one may add layers of 
difficulty at his own pace. Quick play times and ease of operation make 
this a necessity in any wargamer's library. Highest recommendation. 
SEA 

COLONIAL CONQUEST * * + SSI, £24.99 

A strategic/economic simulation of the Age of Imperialism. The 
manual is more difficult to comprehend than the game is to play. 
Multtpk-player interaction is strongly recommended. A cross between 
the board games of Risk and Diplomacy. LAND 'SEA.'ECONOMIC 

FIELD OF FIRE ** + SSL £14.99 

A tactical simulation of squad-level operations on the Western 
Front during World War II. Scenarios are varied and enjoyable 
however, this reviewer is not overly enthused about the historical 
accuracy and lessons learned from this simulation. Nevertheless^ it is a 
good introduction to computer wargaming. LAND 

FIFTY MISSION CRUSH ** S$I 3 $39.95 

A tactical recreation of the bomber offensive against Germany 
during World War II. Realistic but dull, with little room for player 
abilities, AIR 

LORDS OF CONQUEST**** BUctronic Arts, $34.95 

A strategic 'economic game of conquest. Relatively primitive 
graphics are coupled with a map maker and map options to make a very 
interesting muiti -player game. As a solitaire effort, it is not quite as 
interesting, but still retains some appeal. Playabilitv is a definite plus 
here. LAND. SEA 

NAM**SS/,J,?9.^- 

An operational simulation of battles in Vietnam, its easy play is 
marred by its complete ahistoririty vis-a-vis airmobile assault and 
gunship employment. Enjoyable as a c shoot-em-up\ but laughable as a 
conflict simulation. LAND /AIR 

NAPOLEON AT WATERLOO*** + Krenteck, ATiC i $34,95 

An operational simulation of the most famous battle in history, this 
game has the potential to be great, however, execution leaves something 
to be desired; historical accuracy and valid lessons learned are a definite 
minus, LAND 

OGRE ** - Origin, £1 9.9S 

A faithful recreation of the boardgamc, this faithfulness can prove 
negative. The boardgamc at $2.95 was a bargain, the computer game at 
S39.95 is not. Still, a good introduction to computer wargaming. 
LAND 




PANZER GRENADIER **+ SSI, £24.99 

A tactical simulation of armored warfare on the Eastern Front 
during World War II, its lessons learned are not overly accurate. 
Reconnaissance by fire Is overemphasised, and opportunity fire is 
hit-and-miss. Overall, a solid game, but lacking panache. LAND 



SARATOGA * Antic, $19.95 

An Eastern From clone, this operational/strategic simulation of the 
American Revolution in 1 777 is destroyed by marketing technique. 
With documentation available on the disk flip side, the lack of a 
hard-copy map (specifically referred to in the documemation) makes the 
game almost unplayable. LAND 

SIX GUN SHOOT-OUT*** SSI, $39 95 

A tactical man-io-man simulation covering famous Old West 
scenarios (both historical and Hollywood). Primitive graphics detract 
from this simulation, but it is quick and easy. Historically inaccurate, its 
quick playing time and enjoyment somewhat make up for its defects. 
LAND 

TIGERS IN THE SNOW * + SSI, £14,99 

An operational simulation of the Battle of the Bulge, its primitive 
graphics and play mechanics have been superseded by more recent 
efforts and limit its appeal. LAND 

TOP GUNNER *** MicroPros*, 524.95 

Three arcade games in a package; Hellcat Ace (World War II 
Pacific tactical air) and Mig Alley Acc (Korean War tactical air) offer an' 
enjoyable interlude from true wargaming. Superseded by more recent 
products, the repackaging at the lower price still makes this an 
interesting offering. ( Note: these games are available separately in the 
U.K. at £9.95 on cassette and £14.95 on ditk ) AIR 

WARGAME CONSTRUCTION SET ** + SSI > £19.99 

The source code from Roger Damon's previous designs (Operation 
Whirlwind Field of Fire/ Panzer Grenadier), the game's potential co 
design- your-uwn scenarios in history is limited by the failings of the 
system's mechanics. Still, a novice may well find its flexibility 
interesting. LAND 



THE MORIBUND 

Seek them out or not 

AFTER PEARL *** - SuperWare, SI 9.95 

A strategic simulation of the War in the Pacific (194 1-1945), this 
game bears little resemblance to history, however, it is fun and quick to 
play (c, 45 minutes for the campaign^. Reminiscent of Avalon Hill's 
board game Victory in the Pacific, this is recommended for the novice 
SEA/AIR _ 
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ARMOR ASSAULT 0 Epyx> $? 

Thankfully no loner available, this game of tactical armored 
warfare is guaranteed to dtttt the most dedicated player. LAND 

COMBAT LEADER** SS1J14.95 

A tactical simulation of armored warfare (squad.'platoon) over the 
last 40 years. With built-in as well a. design-your-own scenarios, the 
^ame offers a myriad of option.. Graphics are quite primitive, but the 
scenarios are quick. Battalion Commander, by the same designer is the 
rTore recent (with better graphic) Joining SSI's 'Classic' hne, it 

will be discontinued shortly. LAND 

FACiLES -A"*-* SSI, St 4.9$ 

A tacticaHimulation of World War T aerial combat. The ability to 
design-your-own scenarios as well as ihose already mant offer hours of 
enjoyment, however realism is very low and the slow pace of the game 
will deter the only mildly-interested. Nevertheless, the only simulation 
covering this period. AIR 

EASTERN FRONT ***** APX, $2M 

Ait operaiionaL'stratcgic simulation of the German invasion of 
Russia during World War II. The cartridge version offers both 
beginner and advanced scenarios. Obsolete by contemporary 
programming standards, it is still fun to play and a bargain at the pnue 
(assuming that one can still find it!!). LAND 

FLYING TIGER 0 Discovery, $? „ M 

A tactical air-to-air simulation of World War II (Pacific Theatre). 
The graphics, realism and play value ate sufficient to deter anyone from 
further play. AIR 

TAGO STAFFEL 0 Discovery , t? 

A tactical game similar to Flying Tigers, only occurring in the 
European Theatre of Operations, Just as had as Flying Tigers. A1K 

LEGIONNAIRE * + AvtUon Hill>3 19.95 

A tactical(?) simulation of warfare by the Roman legions against 
various barbarian tribes. Quickly learned and playable in a single 
sitting, it bears obvious resemblance to its more successful ancestor 
Hastem Front. A good introduction to computer ™BJ™B» asn 
combines aspects of arcade play and wargame play. LAND 

OPERATION WHIRLWIND ** -r Bro&rhmt, V 

The anee^or of Field of hire TanzerGrcnadier/ Wargame 
instruction Set, this tactical simulation offers an urban assault during 
World War II. In many ways, it is more interesting than its 
descendants, but it is difficult to find. LAND 

SH1LOH** SSI, $14.95 

This operational recreation of the Civil War battle has been 
superseded by the computer wargame 'state of the art 1 . Easy to learn 
UK) play, it is not so much a historical study as a 'beer and precis 
game. Fun for the novice even with its primitive graphics. LAND 

WORLD WAR III 0 Crystal, $? 

An operational simulation of conflict in the Middle East involving 
American and Soviet forces. Primitive, obsolete and inadequate, imno 
longer available for sale. LAND 




INTERMEDIATE LEVEL 



Now that you have got into wargaming it's time to seek out more 
challenges. Some of these will tax you to the full but if you find them 
too easy, there is always the Advanced Level to cornel 

BORODINO *★★+ Krentek t S59.95 » 
Napoleon's tactical victory but strategic defeat m Russia, IH12. A 
set-piece battle, the simulation is historically accurate and enjoyable. 
Premiering on the 8-bit Atari in August 1987, this is one of the few 
8-bit releases in recent memory. LAND 

n ASH OF WILLS ** DKG, $34.95 

ATtraiegic simulation of war in Europe during World War II (both 
Eastern mid Western Fronts}. Primitive graphics and poor user 
interface coupled with extremely poor documentation will deter most 
players. Yei> the sheer scope of the simulation offers some payability 
and enjoyment . I AN D/ AIR 

CONFLICT IN VIETNAM ***★ MicroPro*, £14.95 (C), 
£19 95 (D) 

"An operational simulation of battles in Vietnam 1954-75, 
Historical accurate, it teaches more than one would expect; its basic 
problem is that operational warfare in Vietnam was rarely decisive, and 
for the gamer looking for clear-cut resolutions, this simulation may raise 
more questions than it answers. Recommended for those wrsbing to 
learn U opposed to those looking for sheer flaying fun. LAND AIK 

COSMIC BALANCE 1**+ SSI, $34.95 

Space opera, Cosmic Balance 1 is a tactical simulation of space 
eombat a la Star Trek, Input is via keyboard, and graph.es are 
primitive. Somewhat dated by later efforts, cf. Star Fleet I. SFA^ts 

CRUSADE IN EUROPE**** - MicroPro**, £14.95 (C), 

0 9 ^erationaL'strategic simulation of the Western Front during 
World War II, the scenarios offer more value for the money than most 
other games. The campaign suffers from a certain lack due to the 
artificial intelligence, but for the intermediate player, its mechanics and 
play give this game a high recommendation. LAND, A1K 

DAM BUSTERS ** Accolade, $34.95 

\n arcade recreation of the bombing of the Ruhr dams a la 633 
Squadron\ this product's graphics and 'feel' make it too much of a 
game and not enough of a simulation. AIR 

DECISION IN THE DESERT *★** + MicroPros &4.9S(C), 

£19 ' 9 jL operational study of the Desert Campaign in World War lh it 
offers a fascinating study which will teach the intermediate player true 
aspects of armor desert warfare. While more accurate than Crusade in 
Europe, its scope is much less broad, thereby dclivenng less bang for 
the buck'. Still highly recommended. LAND/AIR 

F-15 STRIKE EAGLE * ** * + MicroPros*, £9.95 (C), £14.95 
f n j 

Is it an arcade game or a wargame? No matter what the decision, it 
has gone platinum (over 250,000 unit copies sold). Quick to play, 
multi-scenarioed and user-friendly; recommended. AIR 

GREAT WAR 1914 * + DKG t $39.95 

An operational simulation of the opening months of World War I 
(both Eastern and Western Fronts). It suffers from the same flaws as 
CLASH OF WILLS and docs not have as much depth as its 
predecessor. LAND 
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KNIGHTS OF THE DESKRT ** SSI, £14.99 

An operational simulation of Rammers Desert Campaigns in 
North Africa during World War II, it was the first SSI product to offer 
multiple stacking in the same hex. The concept was a failure; slow and 
ponderous, its recreation of the African Campaign does not deliver its 
potential, LAND 

NORMANDY, BATTLE FOR *** + SSI, £14.99 

An operational simulation of the Normandy invasion, this game is 
moderately easy to learn (although the documentation covering the 
actual landings leaves much to he desired). A real player, it suffers 
somewhat from lack of joystick input. Bui overall, a solid intermediate 
level game. LAND/A I R 

NATO COMMANDER *** MicroPros?, £9,95 (C), £14.95 (D) 
An operational/strategic simulation of the next war in Europe, this 
reviewer is more fond of the game than the designers currently are. 
While the mechanics are relatively easy to learn, payability in the larger 
scenarios is limited. Still recommended overall. LAND/ AIR 

ROME AND THE BARBARIANS *** Krentcck, J 14.95 

A strategic simulation of the Fall of Rome. Easy game mechanics 
coupled with difficult strategic decisions make this a real player. Still, 
the game system itself appears too tactical for such an ambitious 
strategic simulation. Recommended for the aficionado. LAND 

SILENT SERVICE ***** MicroPros*, £9.95 (C), £14.95 (D/ 

A tactical simulation of submarine warfare in the South Pacific 
during World War II. Superb graphics coupled with detailed rules, 
historical accuracy and layers of complexity make this simulation a 
necessity in every gamer's library. Why wait? If you don't have it* you 
should! SEA 

STAR FLEET I **** Cygms* S49.95 

This tactical spate simulation is a worthy descendant of the early 
mainframe StarTrek games, The multitude of options and ease of play 
make this an enjoyable product, although it can prove repetitious. 
Despite some reviewers considering this a rip-off from public domain 
products,, this reviewer still recommends it, SPACE 

SURRENDER AT STALINGRAD * + DKG, S '3435 

The World War II Southern Offensive in the East carried on in 
DKXTs inimitable format, i.e. primitive graphics, inadequate user 
interface and overall slowness of execution. LAND 

THE MORIBUND 

One to seek out - forget the rest 

CLEAR FOR ACTION + Avabm Hill, S 34. 95 

A ship-to-ship simulation a la BROADSIDES. However, this 
simulation is broader in scope and allows for multiple ship actions. 
With potential for greatness, its execution dooms it; primitive graphics 
coupled with horrendous user interface make this simulation barely 
marginal. SEA 

COSMIC BALANCE II ** + SSI, $34.95 

Cosmic Balance J I offers a strategic expansion of the Cosmic 
Universe through emphasis on economic expansion. Somewhat dated 
by later efforts, cf . Imperium Galacium and Reach for the Stars, 
SPACE 

EXCALIBUR **** APX, X? 

A strategic simulation of Arthur's attempt to forge a kingdom out 
of the British Isles, While introductory in play mechanics, the sheer 
scope of the game raises its complexity level to that of intermediate. 
This is not intended as a criticism; the game is a wargame by default - 
economic ramifications are the heart of this fine simulation, Rarely 
available for sale, it remains a fine game and a worthy addition to one's 
library. LAND/ECONOMIC 



MIDWAY * + Avalon Hill, I? 

An operational/strategic simulation of the Midway Campaign, this 
game has been superseded by improvements in computer simulations. 
Graphics are extremely primitive. SEA'AIR 

PANZER JAGD * Avahn Hill, $? 

A tactical simulation of armored warfare during World War II, it is 
obviously dated by newer efforts. LAND 

PARIS IN DANGER 0 + Avabn Hill, t? 

An early game superseded by newer efforts, this 
operational/strategic simulation of Napoleon's 1814 Campaign suffers 
from poor graphics and lack of solitai re playability. LAND 

T.A.C.* AtmbnmiyS? 

A tactical simulation of armored warfare during World War II. 
Similar to PANZER JAGD S it suffers from development obsolescence. 
LAND 




ADVANCED LEVEL 



This is where it all leads! You need to be experienced, dedicated or 
masochistic to try out some of these. You also need to have more 
money, for now you are hooked, the prices seem to go up considerably! 

ANTTETAM, BATTLE OF *** SSI, £29.99 

An operational simulation of the bloodiest day in American history, 
this simulation is historically accurate, although not as interesting as 
GETTYSBURG. Layers of complexity from basic to advanced offer 
many options. The basic problem with the simulation is the battle itself 
- the North outnumbered the South almost 3-2, and since the player is 
aware of this* a World War I -type bloodbath occurs. In the solitaire 
option, the player as the Confederate would prove more interesting. 
LAND 

BATTLE CRUISER ***+ SSI, J 59.95 

A simulation covering surface naval actions in both World Wars, 
this is a clone of the earlier released Warship. No new ground is broken, 
although this is the better bargain given its more extensive coverage. 
SEA 

CARRIER FORCE *** SSI, $59.95 

A tactical/operational simulation of the major Pacific carrier bathes 
of World War II, this game is extremely slow in execution and its 
historical accuracy may be questioned in some areas. Despite these 
flaws, it covers, its subject in an interesting way and is worth the effort 
for anyone desirous of learning about the period. SEA/AIR 

CHJCAMAUGA * + GDW,J49.95 

A tactical/operational study of the Battle of Chicamauga, this game 
offers a plethora of detail, however, it* graphics are so primitive that 
they doom the game before it gets started One has come to expect more 
in graphics than this game can begin to deliver! LAND 
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COMPUTER AMBUSH *** + SSI, £29.99 

\ tactical man-to-nian simulation of patrolling in World W ar u. 
The graphics are primitive, but the details make up for this deficiency 
to a large extent. LAND 

GETTYSBURG: THE TIDE TURNS **★★ + SSI, £29.99 

Similar to ANTIETAM, this tactical /operational simulation of the 
most famous battle in American history is more successful. Tense and 
complex, it is a fascinating game and a worthy addition to any garner 
with the least interest in the American Civil War. Player, should choose 
to begin on the second day for a more familiar simulation; the campaign 
scenario will generally result in positions other man historical, but ins 
interesting to see the might-have-beens. Highly recommended. LAND 

GULF STRIKE * + Avafon Hilt, $29. 95 

An operational simulation of contemporary combat in southwest 
Asia (CEKTCOM). Detail and historical complexities plus orders ol 
battle abound. But the graphics arc enough to deter all but the most 
determined. The map, in shades of orange and black, resembles a Big 
Mac run amok or a sick Princetonian. An unworthy conversion of a fine 
Mark Herman boardgame. LAND SEA AIR 

IMPERIUM GALACTUM ** SSI, $39.95 

A strategic space empire- building game, this is a successor to 
COSMIC BALANCE H - More detailed, and potentially more 
interesting. SPACE 

KAMPFGRUPPE ***** SSI, £29 99 

A tactical simulation of warfare on the Eastern From during World 
War II , this game was Computer Gaming World's Game of the Year 
(1985) Multiple options abound; the only defect is the lack oi loystick 
input. Still, an essential addition to any wargamer 1 * library, LAND 

KAMPFGRUPPE SCENARIO DISK I ** SSI f $2L95 

Five additional scenario for KAMPFGRUPPE, they are not ^ 
really necessary. Historical accuracy is subject to question in some of 
the scenarios, and the basic game itself can recreate any options the 
player wishes. LAND 

MECH BRIGADE*** SSI, £29.99 

KAMPFGRUPPE in modem warfare on the Centra! Front. \fc rule 
the game bears an obvious resemblance to its predecessor, the effects of 
ATGMs and hull-defilade firing positions raise questions as to its 
accuracy, A welcome addition is the inclusion of smoke as an obscuring 
force, LAND/AIR 

OPERATION MARKET-GARDEN ** SSI, 349.95 

A tactical/operational simulation of the World War II airborne 
operation ('Monty's Folly'), this game suffers from poor graphics; 
determining the road network is a lesson in frustration. Also, moves 
may not be adjusted in mid-play, and overall, the clumsy and 
unforgiving user interface dooms this simulation. LAND 

RAILS WEST *** + SSI, $39.95 

A strategic simulation of railroad expansion tn the United States 
during the 19th Century, this is not a wargame per sc> however, its 
economic 'warfare' and educational value make it a fascinating product. 
ECONOMIC/LAND 

REBEL CHARGE AT CHICKAM AUG A ***★ SSl t $59.95 

A very playable simulation of the Civil War Battle of Chickamauga, 
this product brings out the difficulties of the confused conflict in the 
densely wooded terrain. LAND 

ROMMEL: BATTLES FOR TOBRUK * + QDW t $34.95 

Similar to CHICAMAU G A, this tactical/operational simulation oJ 
World War II desert battles suffers from the same defects. Detailed and 
complex, the graphics and slow execution doom it as a playable 
simulation. The supply and air rules are the most complex yet seen in a 
computer simulation, but sheer unplayability and ennui will deter most 
players. LAND/ AIR 



U.S.A.A.F. **** + SSI, £29.99 

An operational.strategic simulation of the Bomber Offensive over 
Germany (1943-1945} on a daily basis. Scenarios range from one month 
io two years. With German production and industrial devastation the 
key, it is a fascinating product. Highly recommended AIR 




WAR IN RUSSIA ***** SSI, £29,99 

An operational strategic simulation of the enure Eastern Hont 
(1941-1945), this game is easily learned and played. Sheer size presents 
the difficulty; despite its size and problems with the artificial 
intelligence in the later stages of the war, this is an essential addition to 
the serious wargamcr 1 * library. Several other companiL-s arc planning 
Eastern Front detailed simulations, and they may well detract from War 
in Russia's appeal, however, it is currently the only Atari product with 
such depth- LAND 

WARSHIP * ** SSI. £29. 9 9 

A tactical simulation of Pacific surface naval engagements (World 
War IV> The plav and documentation seem to gloss over much-needed 
details a* to what' is (or should be) happening, and therefore the game's 
main appeal is to true naval aficionados and not to those with a marginal 
interest. SEA 



THE MORIBUND 



The final three 



ARDENNES, BREAKTHROUGH IN THE ** SSIJM-95 
An operational simulation of the Battle of the Bulge, this game 
suffers from poor graphics; determining the road network 3 s a lesson m 
frustration. Also, moves may not be adjusted in mid-play, and overall, 
the clumsy user interface dooms this simulation. LAND 

OBJECTIVE; KURSK ** + SSI, $39.95 

A tactical operational simulation of the largest tank battle in 
history. Extremely detailed, although user input is via keyboard and 
^mewhat tedious. Overall, somewhat bland as a result of the game 
system utilized. LAND 

REFORGER'8g**+ SSI P $S9.95 

\ tactical 'operational simulation of the next war tn Europe. More 
complex than NATO COMMANDER, but suffering from the same 
defects a< OBJECTIVE KURSK!. Both games utilize The same game 
system and seem to lack a game W, although this game is somewhat 
the more successful. I .AND .'AIR 



That's it. One of the most comprehensive surveys of wargamcs for 
the Atari ever published. There are certainly a few missed out, 
particularly those released by British companies. We would be glad to 
hear from anv dedicated wargaming reader with au update in similar 
sty le which includes all U.K. games for publication in a future issue. * 
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THE PAGE 6 
AWARDS 



YOUR CHANCE 
TO VOTE! 




THE CATEGORIES 



1. Best article' program in PACE 6 for 1987 



2, Best Atari *-bit Arcade game 

Long time readers will know chat we usually hold a 

Readers Poll at this time of the year to discover the best articles ........... ....„,,.„„„..„ 

and programs from PAGE 6 in various categories, but with a lot 

of new readers for ike most recent issues we felt it wouldn't be ^ Best Atari S-bit Adventure/Strategy game 
quite fair on contributors to earlier issues. Our wider readership 
dots, however give us the opportunity to open up the Poll and 
find out what was the most popular software for the Atari in 

19fi7 and so the PAGE 6 AWARDS, which will also include 4. Best Atari S-bit Serious software 

PAGE 6 contributions, is bom. We will present an award to 
various people in the categories shown below based on what 
YOU decide. There can be no better reward for any company 

or person than to know that the Atati supporting public at large 5^ Best ST game 
has recognised their efforts. 

So get your chinking cap on and fill in the voting form. You 
may not be able to vote in every category but you can vote in at 

least one or two> so do it! We want at least one or two, so do it J ^ Best ST Serious, software 
We want thousands of votes so as an added incentive wc will 

draw three entries out of the hat on 25th February 1988 and rt „„,.„*„...„ _ ^ „ „„„„ 

send the lucky winners software vouchers worth £25. 

7* Company/person to have done the most to support 

Photocopy this page or write your votes on a sheet of paper Atari in 1987 
headed PAGE 6 AWARDS (you can even commit the ultimate 
sacrilege and tear the page out!) and send it to us by 25th 

February 1988, And if you want the chance of one of those £25 * ——«•••««••••«*••*«••*«-«•—«■••••••• 

software vouchers, don't forget to include your name and 

address Company/ person to Have done the least to support 

Atari in 1 987 



THE PAGE 6 ACCESSORY 
SHOP 

A superb collection of books and 
covers specially for your ATARI 
and the best collection of public 
domain software for the S-bit and 
ST. You'll love it. 
Ask for our catalog now 
Phone 0785 57005 
Or write to 
PAGE 6 ACCESSORY SHOP 
P.O. BOX 54, 
STAFFORD, STlfi iDR 



1 



ST STOP for PD SOFTWARE 



PAGE 6 began collecting public domain soft- 
ware for the Atari FIVE YEARS AGO and was 
the FIRST to gather together PD software for 
the ST, We have an incredible collection of disks includ- 
ing languages, games, utilities, demos, graphics and 
much more. 

We don't throw in everything, we select the very best, so if 
you want the best in PD software ask for our catalog* 
Write to PAGE 6, P.O.BOX 54, STAFFORD, ST16 1DR 
or phone us on 0785 57005 
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There are several companies that have produced wargames 
and simulations for the Atari but perhaps the best known is SSI 
whose products have always been held in the highest regard. 
Prior to their recent agreement with U S, Gold there was a 
flourishing trade in importing SSI simulations with dedicated 
wargamers thinking nothing of paying £70 or so for a top-class 
product such as War in Russia! So how does a Company such as 
SSI gain this sort of reputation and support? 

START WHEN YOU ARE SEVEN! 

SSI started out in 1979 with Computer Bismarck which 
was one of the first computer games to provide 'support 
materials' such as movement charts and grease pencils and 
quality packaging which was copied by many others and still 
remains a hallmark of SSI products. The company was founded 
by Joel Billings, an experienced board game player who gained 
a huge following at war gaming tournaments where he often 
played in three divisions simultaneously, managing to win all 
three! He began gaming at the age of seven when he became 
fascinated with the challenge and realism of strategy board 
games. After his school education he had to decide whether to 
go to graduate college but opted instead for writing computer 
games and so Computer Bismarck was born on a borrowed 
computer. 

Joel wanted to use the power of computers to enhance the 
board games by providing animation, quick response and 
challenging opponents for solo play. It seemed that none of the 
established companies was interested in this use of the home 
computer so, based upon a few surveys of the likely market, he 
borrowed S 1000 and founded SSI. At the time many 'first' 
computer programs, such as those put out by Scott Adams, 
were home produced in polythene bags with crudely typed 




by Les Ellingham 



the Ultimate wargaming and 
fantasy company 



labels but Joel felt he was competing against an established 
board game market and so invested in an innovative four colour 
bookshelf-sized box, with contents to enhance the software - 
packaging which has since become an industry standard for this 

type of game. 

Like many youngsters starting in business, the family 
helped out and SSI, despite having an estimated turnover for 
1987 of $5 million, still retains close family connections. Joel's 
sister Susan is the company's operations executive and his 
mother Leona writes many of the instruction books and has 
even learned to program herself Father Robert, a professor of 
English, writes many of the colourful background stories found 
in SSI rule books. The company is now quite sizeable with 
several more board members and 32 staff. It's continued growth 
over the past six years has meant moving four times before 
settling in a 12,000 square foot facility in Mountain View, 
California. 

BEYOND WARGAMES 

Although they started with wargames, and have produced 
manv of the 'classics' to be found in M. Evan Brooks' survey of 
war games in this issue, SSI now has a broad range of products 
including Fantasy Adventures and Sports simulations. Many of 
their titles such as Questran, Wizards Crown and Roadwar 
2000 are well-known to x^tari users and several have won 
awards. Roadwar 2000, reviewed in this issue, was voted as 
l Rcst Strategy/War Game of 1986' by a leading American 
magazine and Gettysburg and Wizards Crown have also 
recently been awarded similar titles. In all SSI have produced 
75 different titles and currently market over 60 programs in 200 
different versions. 

Never a company to stand still, SSI target over 50 new 
games a year, including conversions, and uses a strong team of 
internal and external developers to produce their titles. Despite 
this output they regard quality as paramount and this has led 
them to an agreement with TSR which promises to be the most 
exciting event of 1988 for anyone interested in computer 
adventuring and simulations, 
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Keeping SSI busy for the next five years! 



DUNGEONS & DRAGONS 

Earlier this year SSI entered a competition with several 
other companies in a bid to become the publisher of computer 
games based on the phenomenally successful Advanced 
Dungeons & Dragons games developed by TSR, The official 
Dungeons & Dragons has an enormous worldwide following 
and any company that could produce computer games with 
TSR's blessing would be sure to have a very successful 1988 
and beyond! 

Obviously many companies wanted Dungeons & Dragons 
so TSR set some very high standards and invited interested 
companies to prove to them why they should have the privilege 
SSI already had a quality background and were able to better 
their competitors and so win the licensing agreement which will 
last at least five years. SSI will produce a a series of role-playing 
adventures andj as a result of their marketing agreement with 
U,S. Gold in this country, the latter will produce five 
multi-player arcade style adventures all of which will be 
marketed worldwide. SSI will also be producing 
Dungeonmaster/ Player Aid disks to assist players of the 
conventional board games , 

It won't be an easy task.- for TSR will vet every step to 
ensure that the products are of the highest quality but SSI, with 
their past product history, should have no problems. 

A WHOLE NEW WORLD 

The scope for the Fantasy Adventure simulations is 
enormous as TSR have created a whole new fantasy world in 
which the computer simulations will be based. Entitled 
Forgotten Realms, it will be supported with conventional 
Dungeons & Dragons board games, novels and calendars the 



first of which have already been produced. SSI's first fantasy 
adventure will be set in the mountains of the Forgotten Realms 
which take up about 27 square inches of a map measuring some 
24 square feet I If they get the first one right, and there is no 
reason to think that they won't, there is likely to be a lot of 
adventuring coming your way in the next five years! 

MORE WAR GAMES 

If SSI's wargaming followers are worried that they won't 
get Ei look in, they needn't be for SSI promise that the work on 
the Adventure games will be carried over into a continuing 
series of wargames that will feature enhanced graphics. In the 
pipeline are several games from the guys who produced 
Gettysburg including one on the Civil War battle of Shiloh and 
another on Napoleon's battles in Europe. From other author;; 
there will be a platoon level World War II game and a 
simulation of the conflict in Afghanistan is also in the works. 

A STORY OF SUCCESS 

SSI then, developed from a young man's fascination and 
enthusiasm for board games into a major $5 million turnover 
computer company that has just won Lhe biggest licensing deal 
in the computer industry. Having the right product at the right 
time obviously had a lot to do with it in the early years but the 
real story of success is in continually producing software of the 
highest quality , well researched and well packaged and which 
does not date. Computer users will be playing wargames and 
fantasy adventures long after the initial fascination of arcade 
games dies away and that is what Joel Billings recognised way 
back in 1979. , 
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Many readers will know that it is possible to change the 
character set on the Atari in BASIC and almost everybody has 
seen a changed character set for ii is a technique used in many 
commercial games. There have been several character designers 
published in the past but most of them save only the DATA for 
the revised set of characters ad leave the user to devise his or her 
own way of using the new character set. Now Font Factory will 
allow even those with the minimum of programming knowledge 
to generate and use their own characters sets. Font Factory will 
write the necessary subroutines for you I All you will need to do 
is ENTER the subroutine created into your own program and 
place an appropriate at the start of the program. It is even 
possible for you to load existing character sets such as those on 
the PAGE 6 issue disks and save them for use in your own 
programs. 

The Font Factory is a flexible and powerful character 
editor. Fonts can be saved on disk or cassette either directly or 
Su the form of Basic DATA statements. It can even generate a 
subroutine to install your custom sets into your own programs. 
The Font Factory runs on any 8-bit Atari with at least 32 K of 
memory and a disk drive or cassette deck, 

GETTING STARTED 

Typing in The Font Factory is straightforward if you use 
TYPO X just type it in and SAVE it to disk or CSAVE to 
cassette. RUN the program and when the program has 
initialised, the main editing screen will be displayed. In the top 
part of the screen is a window showing the entire character set. 
In the middle of the screen is a menu of the available editing 
commands and the editing grid. On the grid, an enlarged view 
of the character currently being edited is displayed. Beneath the 
grid, the internal and AT ASCII codes for the character are 
shown. 

There is not room here for a full discussion on the theory 
of character definition but basically any point plotted in the 
8*8 matrix used for each character will be shown as part of the 
character and any point not plotted will be shown as blank. If 
you do not understand the theory fully, just RUN the program 
and experiment by making some changes to a character and 
then storing it. You will see the results on screen and will soon 
get the hang of it. 



Wt are proud to present Font Factory, not only because it is a 
good program but because its author, Sarah Keaies, is just 14 years 
of age. Sarah lives in Belgium. The presentation of her program 
and article was one of the most professional EN have ever had and 
puis many others to shame! Where are the other ladies, then? And 
how about some of the young {and not so young!) lads seeing if they 
submit programs equally Osgood, 




Sarah Keates character editor 
not only allows you to redefine 
characters, it automatically 
writes the subroutines to use 
the new character set in your 
own programs 



0. 



EDITING COMMANDS 

The commands available are shown on screen at all times 
but for reference and greater explanation are as follows, 

+ - * - - Moves the cursor around the grid (there is no need 
to use CONTROL), 

Space Bar - Draws or deletes a point on the grid. 

C - Clears or fills the grid. If the program is in DRAW mode, 
then the grid will be filled in, if in delete mode, the grid will be 
emptied. 

R - Restores the character being edited to the ROM character, 

S - Stores the contents of the grid. The character set window 
will be updated to show the new character, 

N - Selects a new character to be edited, If the program is in 
CHARACTER input mode, type the character you wish to edit 
and press RETURN- If the program is in ASCII input mode, 
enter the ATA SCI I code of the character. NB: some characters 
cannot be entered in CHARACTER mode, for example Space 
(AT ASCI I 32). 

< - Selects the preceding character in the set to be edited, If 
the program reaches the beginning of the set, it will wrap 
around to the end of the set. 

> - Selects the next character in the set to be edited, IF the 
program reaches the end of the set* it will wrap around to the 
beginning of the set. 

D - Toggles between DRAW and DELETE mode. The 
current selection is highlighted on the menu. 

A - Toggles between CHARACTER and AT ASCII input 
mode. The current selection is highlighted on the menu. 

E - Exits the program. This command leaves the user's 
character set intact. 

M - Restores the ROM character set. 

Shift I - Displays the SAVE/LOAD menu. The character 
being edited should be stored before using this command. 
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SAVING AND LOADING 

As stated. Shift -I will display the sub-menu for saving or 
loading character sets. This has 8 options which are as follows. 

Option I - Saves the entire character set to disk or cassette 
with extension '.FNT 1 , 

Option 2 - Saves the entire character set to disk or cassette as 
BASIC DATA statements. The file will be in LIS Ted format 
with the extension '.LST\ 

Option 3 - Saves all characters which have been altered 
directly to disk or cassette with the extension *.FNT'. 

Option 4 - Saves all characters which have been altered as 
Basic DATA statements with the extension C .LST'. 

Option 5 - Loads the entire character set from disk or cassette. 

Option 6 - Loads a partial character set from disk or cassette. 

Option 7 - Lists the directory of drive 1 . 

Option S - Returns, to the main editing screen. 

A lew notes are useful regarding the options. Firstly s the 
Font Factory includes a routine to validate filenames, It will not 
allow you to enter filenames that are too long or contain illegal 
characters. Font Factory filenames do not need extensions as 
these are automatically added by the program. If you do enter 
an extension, the program will overwrite: it. There are two ways 
of entering filenames: 

1 . Just a filename. The program will add the default device 
specifier ("D:") and the correct extension. 

2. Device specifier: filename. The program will use the 
device specified (if it is valid) and add the correct extension. 

Whenever you save a character set> you will be given the 
option of generating a subroutine to load the set. If the set is 
saved as Basic DATA statements using options 2 or 4, the 
loader will be included with the DATA statements, and the 
program will have the extension of '.LST\ This may be added 
to any program of your own by RNTERing it and then resaving 
the entire program. If the set is saved directly to disk or cassette 
with options 1 or 3, the set will be saved with the extension 
'.FNT*. and the loader will be saved as a separate file in 
LlSTed format with the extension f .LST\ This subroutine will 
read the character set from disk or cassette but the DATA will 
not form part of your program. 

It should be noted that if you have saved a partial character 
set only, the loader will only load the characters which you have 
altered. The rest of the set will be blank unless you copy the 
ROM set first into the appropriate part of RAM. 

Font Factory really is very easy to use even with a limited 
amount of programming knowledge. Give it a try, you will be 
able to give a new look to many of your programs. 
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P AGE 6 Hn GA 2 I HE - ENGLAND * 



LU 1DO HEM 

*** 118 HEM M 

E3 lJtft REM * 

MH 13ft RtH • 

IT 140 RtH m 

CD ISA nr m h 

HG 169 REM HlCNmiHH HiHiiniH(» ii ) HNi[WA I 
OA 178 REM 
RC iau RFH 

st 2tta graphics e 

TH ?7fl GOSUB S1«H;HLH ■nH W UgTl 
HH T.B8 GOSUB S43B;ffrH MJH 




NH 298 GDI UB S64ft:flEH ■JJJJJ^ 
DZ 399 GDTD 1239: REM 
CB .Tin REM E 



IB JIfl GBSUB 8 SB : REM ■t r^MsHHHl J.-M 

TT 339 tiO^UH IDS^REH Bt'liL'IJ 



IF 348 GB5UB 6bB:HCH M A JtiinatOl 

HZ 358 IjUIUQ EEfl:RFH 

ZL 3 69 BEfUHH 

HA 379 HEM K 

RC 349 FDR L ; 



1 Tn r 

RH 3*9 ("OR M= J. TO 9 

RS 4SB IF CHDEC CD -BIT CM) <9 THEN CHWPIH, 
L9 =46 

MM 419 IF CHDEC CD -BIT £Ml>-± THEN GHHAF EM 

,LJ=29;Cni}tCIIJ-nH[?FnfL)-BITIMl 
HH 429 NEXT H 
HE 43 B NEXT L 
ZI 440 RETURN 
FY «B RFH ■ 



DZ 4 A B F9R L=l TB S 
NT 479 CHDEC CD -9 
HO 499 NEKT L 
RF 4?# F9R L=l T9 9 
OH 599 F9R M=l TO B 

MO SIB IF CHHAP CH, L) =2B THEN t MB ECiLl n HO 

EC CLJ +BIT CM3 
HN 52B NEKT H 
HF 530 HEHT L 
ZJ 5-4 B RETURN 

FK 53 D REM ■ ■.J.(Jm,l,ll* ■ 

tw 5-fi B POSITION 1,16: PRINT "98ft" 

BU B7B IF ICD>9» THEN POSITION 1, Id: PRINT 

TCDiGQTU bU0 
VT 580 IF ICD>1 THEN POSITION 2 . 18 r PRINT 

ICO I GOTO 6ft9 
GO 599 IF letXlfl T HE M POSITION 3, 18 SPRINT 

ICD 

HO 6BO POSITION 6, 18: PRINT "889" 

DM 616 IF ACO>»9 THEN POSITION IMPRINT 

ACD;G0T8 649 
H.I GIB TF QCC>5 THEN PC j I T 1 DM 7 t IB E PRINT 

ACQ: GOT □ etn 
HA d JO TF ACO <19 THEN POSH lUN B J 18:PRTMT 
ftCft 

ZK 649 RETURN 

"IHVITVU'M 



KF 658 REh ■ ■ 

JH 668 KDKL 752 j 1 
RD 679 FDR 1-1 TO 4 
fro BfSO FOR M=l TB 8 

LH BID POSITION H,L+8:PRIWT CURS i CHHAP €H„ 

I II J 
ML 700 NEXT H 
TK 71ft PRINT 
HF 72ft HEKt L 
UN 779 POKE 752 j 9 ! RE I URN 

HU 748 REM ■ ■t nH — nrfTTf ■ 

HK 759 If 6CO-1 AND ACD<32 THEN lCD=ACD+ 
G4 

VC 7tO T r ACE>*3i AND ACD<S6 THEN ICt-ftCLV 
77 

I / 7711 IF ACP>?5 AND ACD<12B f H E N J CD HP. ft 
GI 7flO IF f>CTJ>12/ AND ALD<lbB T HF H ltll' Of 
D + 64 

NE 796 IF AC9>lbf AND ACD<?74 T HF N ICB-AC 
D JZ 



Paget- Issue 31 21 




PS 


ao9 




D 


ZG 


»19 


IV 


626 


MM 


836 




2 


on 


t)JU 




EiJ 


UK 


856 


ED 


666 


HI1 
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IF ACD>223 AND BC0<255 TlltH ICO-AE 
RETURN 

RE H LirrrwW-TOig^l 

IF ICD>8 AND TCP<64 THFH ACP^ICP+3 

IF ICD>G3 AND ICD^t THEH AC0=ICP- 

IF IC&>95 flMP TCt>*lZ8 THEN ACB=IC» 
RETURN 

reh - ■r*»j : r.v;^IUi,l ~J 

L0C = Ti:d«b;L0C-L6C-i 
FOR L - 1 TO 8 

CHOEC ILi-PEEKCCHBA^EtLOC+L* 
NEXT I 



FOH L=l TO 3HHEA0 M 



O U^Rf AORCHl , iT, CUBASE, 41 5 RE T II BH 



DY 100B OATtl 20*. I 04, 13 3, Z 87, 184,133 
PS 1816 BAfft 206,10**184,178, 180 , 0 
TU lOlO OATrt 1 7 /,2&4, 1*5,2116,136,2*11 
Ft lfllB DATA 7*1,230,285,210/267,292 
FE 1P4D 8 AT A 288,242,96 
Pa lOBfl HEM TTiTil Mn:nrrTll i 
LZ 1060 P09THDH X,V+8: PRINT CMHS I158J : 
HH 1B7B IF KEV=6 THEN X=X-1 
HD 1806 IF ttP-Y=7 THEN H-H+l 
2.0 1098 IF KEVrH IHEH Y = V 1 
HH llffld IP KEV=15 THEN f=VU 
EH 1118 IF V=B THEH V=8 
DP 1129 IP K=B THEH M=8 
CD 1138 IP K=9 THE" H=i 
OH 114* IF V-9 THEN ^=1 



b,, ti:&oiu i&eo 
\3L H66 TRAP 327G7tP0KE 7*6,6 
DP 14/8 GCMIB 756 ! HEM ftmimiHJplil l» 
PI NUU GOSUB liEtli REM EBdlil'mBl 
UB 1490 POSITION B J 22:PRIH1 TTl*J 
HI lSOO PO*rTIOH X,**B!PRIH1 CHRS 12531 i CH 

BO e i-jtj j ; 

AH 1&18 RETURN 

HH 1S2« HEM ■ ■■■l^llPHlNll"" ■ 

FP 1536 POMTIQH P,22:PNINT SPC'j ; 

5j P85ITTDN 2, 22 3 PRINT -clearing cha 

rac itp."; 
CO 1558 POR L=l TO 8 

1560 por h=i to e 

157B II 0FLAG=2 THEN CHHAP U * Mi =46 
IF DFLAC=1 THEN CHHAP CL , Ml =20 
n 
L 

&05US 488 1 REM »3JTTiWI3IL» 

1628 POSITION 0,22 1 PRINT TTL* t 
1630 POSITION". H .**8: PRINT tHft$ (253 J ; CH 
RS C156I i 
]fi*« RETURN 
1658 REH 



CO 
111 

IV 158 8 
US 



GI 
GO 
UK 
BT 



15*8 HFHT 
1GO0 NEKT 

16 lO 



AX 
BS 
GA 
H □ 

EK 
CH 
OP 
GH 
HL 
SIP 
I1 S 
CP 

BF 
AG 



5 PCS; 

"Rpstur ing 



1668 POSITION a J 22:PHINI 
16 70 'POSITION 2., 22 : PRINT 
M character."; 
1840 L0C=TCfr*BiL8C=L0C-l 
1B»B FOR L = * TO 8 
1760 CH6ECCLI -PEEKCST*L0C*L1 
1716 HEtCT L 
1728 GOSUB I9B:BtM 
1738 GQS-UB 668 : REM. 
1746 POSITION 6, 22S PRIHT TTL*J 
1.758 POSITION K,**»1 PRIHT CHR5 I2S» JCH 
ni E15BJ ; 
1788 RETURN 

EEC 



L6 7WO G05U8 aiSO 3 REM 

pd 2188 &osue 3701 rem irm mj.- n i H M 

CC 11*8 P6SITI8H M.V+8 : PRINT CHRS t 2531 jOH 
RSC1581 I 

At 2260 RET JH H 

Dh. 2216 REP ^ M BJ^^ iii ' M 'U r -1 : Nfrl* .BM M 

IV 2226 CMNUH=6 

NO 2238 CH0.1 T* flJ : CTlALTS (1Z6> ="6" I CHfi 

LTS ta 1 =£ HALTS 
GR 2240 G05UB ?9»:BtH (IJi'MFmii" 
UH 2 2 50 P65ITTON 6 , 22 f PRINT TTL*J 
BU POSITION K , t + Q ! PRINT UHR« T2*3> !f-K 

H U'jB) ; 

2278 RETURN 

REM ■ i^T=TT¥TOim i llkM i 14 [P^=J 

22 98 GBflFHICS 8 

2388 SETC8L8R 2 , 3, 4 i SETCBL8R 1*1,12 
2J18 P8KE 7«2,0lP0ICE 764,ZB5:P0KE 65,0 
Zi28 PBSITTDN 12,e=PRIHT "I^O 8PTie#S" 
JIIO POSITION 12 J HPR7HT " 
?3*a POKE &7.B:P0KE 83„S9 
2J5B POSITION Bj 2 ! PRIHT " 
7 3fcB PBIHT 

1 uiiu'. t foot." 

2 DATA StateM*fttS for MHO 



ZG 

az 

KK 
I C 
5F 
N.I 
HH 
IB 
RV 

C5 



2370 POINT 
2368 PRINT 

font . ~ 



LC 



MM 1158 FOB 



:15 TO 



STEP -5 ; ^OUHD 0,1,1 



0- 

e , y ! HEHT u 

11^8 POSITION K, V*6 ! PRINT CHH$Ilti63 
1176 HETURH 



11W« POKE OL.*il,PEEIf IBH-11J tl28 
1108 POKE «428fi,l?2 
1218 RETURN 

^a^JTM ■ 



Ha 
AW 

HU 1160 REM 

uv 
BR 
AG 

CT 12ZO BEM 
GE 1230 POKE 764 , 25« 
HH 1248 KlVrPeEKC7643 
LV 1230 IF KE¥=IBS THEN 124B 

1260 IF KEV=14 OR KET=15 OR KEV=6 OR K 
CV=7 THEH GDSUB 186BC&QT0 1238 
127* IF KEV-33 THEH CBiUB 1968 e EdT8 12 
38;REH NBrj:l F P>l^. 

12B6 IP KEV=35 THfH GOSUB 1418;GPT0 12 
□ a ; HEM liill'gJMJ 

LK \7->H if F Y Itt TtlFW CU^LIB 1538L£i8Te 12 

3B '■ REH IWiH*IJJ 
PI 1308 TF KEV-40 T Kit H G85UB 1660 : GOTO 12 

3«, rem f J x%t. ia mi Ji.-Hiiii«i n 1 * 1,4m 

131* IF KEV=62 THEN GOSUB J-78OfG,eT0 12 



PC 



Ft 



an 



177D REM 

CI 17B8 PBilTieH 8 J 22:PRINf SPCS; 

OE 129* POVlTIOH 2 . 22 : P«I>»T "StoriPm char 

n t ter . " ; 

0Z 1886 GOSUB 468: REM ™H—bmm 3f It JEM 

BH 1818 POR L=l TO 0 

nt 1820 M--CHDEC n .1 

pp 1638 POKE CHB ASF ♦ LOL+1 , H 

r.V 1848 HEXT L 

HH 1858 P65ITI0H N,V+BtPR3NT CHRS 11*61 i 
JF 1B69 IF CHA1T< f ICB+1 , TtDi-ll ="8" IHEH C 

HALTS ilCB* 1 , 1 CD +11 -< '1' 1 : C HH UH= CHHU H* 1 
M» 1878 POSITION *, 22: PRINT TTLSi 
CM 18BH PeSITION R^V+OlPHlHT CMR««253) ;CH 

RS E15B3 : 
80 1B9B RETUflH 

HF Hia IF DFk-AG=l THEN BFLA'S~2 i P8SITI0M 

i 4j i4^PBirMT '■atRfiN/raniie-t&eTe ma 

RF 1928 IF 0 FLAG = 2 THEN OFLAG- J- 1 P8SITIOH 

l*.l*tPRIHT '^Ofljai/^ELETE" 
Ml 1918 PBSITI8W JCV+aiPBlHT CHP*tl58J] 

HO 1940j RET UAH 

— p-rwniTTNiT^rJT^ 
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ipHlHT 
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HL 
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RR 
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PRIHT 
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24 48 


PRIHT 


" S 


WHOLE font." 
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PHrNT 
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PART IAL f pnf . 11 


SA 
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PH1H 1 






ES 


24 78 


PRIHT 
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24 80 


PP3HT 






TL 


2498 


PRIHT 


11 7 


B irectof*!|." 


RN 


2588 


PRIHT 






UT 


2518 


PH INT 




CiTrl :-" 


Bit 


2528 


PHIHT 






1 1 


2530 


PRIHT 


H ' 0 


Rrturn to i**ifi profr»». 


MP 


2548 


PBS IT 


ION 


l,22sPHlHT select r* 




quired opt 


i art 


++**"i 


IJ 


?VjU 


TRAP 


7%4U 


:IHPUT «16;0PTi f RAP 3776 



HT 



7 

HH 2560 
MM 2570 
Z50B 
8 

2578 
OZ 2595 
FB libOU 



IF 0PT<1 OR 0PT>8 THE* G8T0 2548 
jr 8PT=8 THEH G8SUH 5646:RETURH 
IF OPT>fl A KB APT^S THEH GOSUB 2*3 



GO 



38 : REH ■TTCXZaKFT 

HU 13 2 8 IF KEY-68 THEH taSUB 191P3&OTO 12 
38:HtH gifrl'M.I iJT 1 Jt^k^miitl HJ 

EZ 133& IF KEVS77 THEH GOSUB 2298IG8TB 12 

JJ 1346 IT KEY-55 THEN GO'^UB 2888;GdTa 12 

3 8 : REH ■ xtJH*HH!M J 
BE 13B6 IF KEV=54 THEH GBSUB Z IBS : GOTO 12 

38 T HEM ■JAm-l'l«3JEia 

LU 1360 IF NEV=63 THEH GOSUB 28281&8TO 12 

so REH rF—¥-TTT""" a ** <llj ,rm 

1370 IF KEV=37 THEH GOSUB 222B1G0TO 12 

1.388 IF *EY-<2 THEN bOT8 5*4ft'!GeT0 123 
fl ;HtM IM" '"^ 'Jl IJT^ 

Ot 1398 G8T8 1238 

BH 1*80 REM ■ ■ ■■ I I I ■! I ' ■ ' 

TH 1418 P0SITI8N a,22:PBIHT SPC S \ \ POKE 7t 
4.2a^i:P6KE 7*8 J 1:TRAP 1418 
1428 IF AFLfl£=l THEN POSITION 2,22lPRT 
NT -Enter ATfl^ciI cod* "3 HHPUT witiAC 
0 

1436 I V ftFLAC-2 THEH PaSITI6N 2j22:PHI 
HT "EAter chancier- sZMPliT B18;cSlAC 
&=ASC CE»1 

1440 IF nCD<6 n« ACD>127 THEH COTG 141 



1958 REH 

maa if &flag=i then pbsitioh x,v*b: pr 

INT ►"•"; T CHMAP (X , V) =28 : F=68 J GOTO 19«8 
1978 IF BFL AG=2 THEH POSITION M.V+SiPH 
IHT "."i :CHHAPIH,Y1=481F=248:COTO 1988 
1968 FOR U-16 TO 8 STEP -3IS8UNB 8,F,1 
8,0:HEKT U 

1990. P8SXTIOH X,lf*B:PRIHT CHR5(lS»*i 
2BB8 RETUBH 
POtO REH 



HI 



ftV 
BH 



PC 

H» 

AA 
XV 

FO 2828 POSITION *, 22: PRINT SPCfj 
VD 2838 IF AFLAE-1 THEH APLAG-2 : PBSITIOH 
14, 15: PRINT ■^ASClI/HTJ^iIaSE^H^'■^ 3 GOTO 2 

ase 

KF 2040 AFLAG = l:POSIT3BN 14,15 = PfiIHT "UliH 
MBf CHARACTER": 

2858 ROS1TI8H H,¥t6:PHlNT CHRSliSBJ; 
2868 RETURH 
2878 HEM 



IP OPTO? THEN GOSUB 2760 
IP 0PT=2 PH <JPT=3 THEN OHMUM=128 
OH OPT GOSUB 2*28,3806r2»2B J 3a j iB J 
319 8 ^ 3170 , 4658 
T A 2616 GOTO 2296 
ZH 2A20 REM " MiLJi 
HT 2630 PRIHT CHR* C1251 
PC 2 64 8 POKE 75 2,8iLFLAG=8 
NP 2658 5-ET COLOR 2.4f* 
BH 2 6 68 POM 11 OH 2 ,5: PRINT 

#r subrouTine ™ i 
4M 2678 TRAP 2638SIHPWT CS IF Ct="" THEN 
2638 

BV 2688 IF C$<>"V" AHD C*0"tf" TMEW RE T II R 
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LM 
At 
01 
EG 
IE 
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ai 

BH 

AL 
EZ 



HF 
DH 

C 1 
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HE 

UK 



269B LFl AG=1 : TRAP 269B 
2 7 88 P8SITI8H 2, 7; PRINT 
, "f : INPUT Mlb i Lt 

2710 IP L1<1 PR Li>3278P fHEH 2788 
272 P HPS IT I8W 3 > 9 I PRIHT "IncreiwOt 
IHPUT N16;L2 

273B IF L2<1 6R L2>ie88 T HEN 2728 
2748 RETURN 
2758 REM ■ iWJd 
2768 PRIHT OHR$(175) 
2 776 POSITIDH 2, 5 T PRINT 



'Enter- font n» 



2888 I CO •= I CP +1 

TBlil IF IC.B = 118 THEH IOfr-8 

7 1 a O '■' n '> II IL 038 t REM Hllik4JbEJI 

2110 66SUB 32B:R£H »IHJW M4JJj1 

7J,2a POSITION K,V+fliPRIHT CHRSC253I I CH 
RS EJ.5B3 ; 
213B RETURH 
2146 REH 



OS 
PZ 



7B IB 
ZA20 



1456 IF ftp L A & - 7. AN6 C$-' 



THEH POKE 7 6 



EZ 2158 TCP- ItD-1 
CU 21GB IF ICO - 1 



THEH TC&Z127 



JG 2788 TRAP 2Tta ' IHPUT Bi6,FH$ 

LS 2798 TT r*$ = "*' THEH POP 2CDTO 2290 

08 21380 r.C>UB 4548 

IF EHfd.U^tf 1 IHEH 2flfflO 
IF OPT-1 OR OPT-3 IHEH PO^IflQH 2 
,7:PRXHT "The Fanl Will fc* iaVOd JS 1^ 
": PRINT " "IFF* 
EH 2838 IF OPT=5 8R 0PT=6 THEN POSITION 2 
, 7 : PRINT "The font to be loaded is i -" 
; PRTH1 " " ;FFf 
HO 20*8 IF CPTrf OA 0PT=4 THEH POSITION 2 



22 (> - Issue 3L 



The 

FONT FACTORY 



, 7 : PRINT "The Font will be saved as i- 
" : PRINT " "jfi * 
AD 2059 IF COPT=l OR 0PTr71 AMD iri«G±l T 
HEM POSITION 2.9: PPIMT "'The loader vi I 
1 be •. .iv<-d as i -"SPRINT " ";FL$ 

NS ZBB0 CLD1C HI 

8L. 2578 RETURN 

DM 2398 POSITION Z,Z9ePRIHT FH5 

NO. Zd?B FOR A=9 TO 400 i NEXT A 

TV 2999 GOTO 2760 



.IH 79tB RFH 



LUAD COHPLE TE 5FT 



DC furn no- n r n i : poke 7si,i 

VA Z930 TRAP 

IP 29*0 OPEN H1,4.9.FF$ 

NR Z959 CLOSE Ml 

CM 2960 PD^TTTdtt J r l?:PRTMT 

UH INPUT ttL6;C5 

cf 7inn ir ci<)"V" and ciO'v rntH KtTLUt 

H 

Up £990 CLOSE ttl 

VO 3090 IF FPtO.*lLl="D" THEN POSITION 2,1 

4 \ PRINT 'WtlTlNd ID RISK ■ P)e4S* Hdil 

lifl TBI B TF FF5 ( 1 r 1)~"C" Til EH POSITION 2,1 
4 ± PR INT "WRITING TO CASSETTE . Please V 
ait ... " 

hi lais ir dftOi then ju + b 

VK 3038 CHALT$ til ="i" : CH ALT$ CL29J ="1" : CHA 

LIS (7* =C HALTS : CHNLJM? i 2D 
KC 3946 DP EN ttl,9,9,FFf 
da jb-j-u PUT Ul.CHNUH 

FT 306B FDR A" 1 TO CHHUH 

DP 3P7P IF C HALTS (A . Al ;"B° THEM 3149 

JL 3949 PUT ttl , A-i 

MC 3 BUD B-CHD&5C + * Cft-1 J *dJ 

HT 3 1 BO rOR C=9 TO 7 

□ I I I 1 B &-PCt« Ei+C3 

JO 3129 PUT ttljrO 

CO 3139 NEXT C 

DV 314D HE M T A 

MC 3 13 D (J L U jL ttl 

RM 3169 IF LFLAC-1 THEN GDSU9 344ft 

3179 RETURN 

ZEf SLAB REH 

91 3139 CLOSE ttl i POKE 752,1 

fl.l 3?OB TRAP 3Z30 

ht usia a pen sii i 4,a J rfi 

5K 3220 CLOSE BlEGGTO 3?6B 
ED 3230 POSITION 7 r lZiFRINT 

rgTTUii.iU'mii " 

Ha J249 FDR A=9 T9 488ENEKT A 

DH 32EB I' L IJ ':■ L ttl I RETURN 

hh i?ea close ttl 

IH I?7G II ir SC1,1J= ,4 D" 1 THEH POSITION 2,1 
4 '.PRINT "READING, FROM DISH. Please whi 

t . . r " 

OH 3208 IF FFSfl, 1I="C" THEH POSITION 2,1 
4 SPRINT "READING FH9H CASSETTE . Please 
wait ... " 

IH 329ft CHALT4f*l ="0":CHALT5€iIBJ ="H"iCHA 

LT$ (2) -CHALTi - CHHUH— e 
HS 3399 OPEN Kl,4.9<FFt 
M K 331ft GET ttl , CHNUM 
FC 3320 FOR A=L TO CHNUM 
04 3330 SET ttl , 9 
UP 3 3 40 CCU DA It. * t B*8 J 

FG 3358 CHALT* CB+I j B+i> r"l" 

HZ 3360 F8R &=3 T9 7 

ER S378 GET ttl , E 

KP 3399 POKE C*B.E 

DV 3399 NEMT D 

8P 5498 NEHT A 

HU 3419 CLOSE ttl 

AP 3420 RETURN 

GJ 3439 AEH - ■■■■"■"<HiMMj.IiM 

CE 34 48 CLOSE 9L : POKE t S 2 j 1 

T A 3459 TRAP 349ft 

MM 346ft OPEN ttl,4,8,FL$ 

JD 3470 POSITION 2, IE E PRINT ' ■«UIUJ:I!I 

UG 34BB INPUT m L j t V 

FK 349ft IF C*<>"V" AND CtO"tt" THEH CLOSE 
Mi: POP lRETURH 



HU 


ISOB 


CLOSE ttl 


DH 


35 IB 


OPFH £1 r R r B r FI S 


WR 


3529 


L-Ll 


l r. 


353B 


FOR M=i TO It 


EL 


3549 


GQSUB 4479 



MP 35SB CDS LIB 36 99 + I'M - 1 J "lfl 
HO J5fe9 PRINT ttl; BDS 
H □ 3S7B NEXT H 
HT 3 5 SB CLfliF HI 
9M 3599 RETURN 

LV 3698 H&S (DPI T"CR . D" : RE. TURN 
MR 3B1B BPiCDPJ - "F UK El 96 , PE EK CI 96 1 - B" S RE T 
URN 

M9 3620 BD5 COP>-"GR. 9" 3 RETURN 

2 V 3b 38 B DS C.D P ] = " H -P EE K C 1963 1 4" : R ET UR N 

VL 3640 RDS fDP> - "UM = P*2Sb" ; RETURN 

bD 3650 ADS (DPI -"CLDSetti" E RETURN 

PH 356ft BDS £9P> -"OPENttl ,4,9,"; 99$ ILEMCBDf 

I + 1 t =Q HR S 1 3 4 1 ! BD S E L E H EB D i J * 1 3 = F F S S DD S t 

I FHCRDS) ^1) -f!HR$(I41 : RE TURK 
LD 3679 9DSE9Pl= ,, GETt*l,N":RETURH 
ZP 3589 BPS IOPJ ^'FORA-ITON'^RETURM 
Bfl 3ft3D 9DS tDPl="GETttl J 9": RETURN 
HL 3799 aoi CDFJ -"t-ttn £B*9) ": RETURN 
TU 3719 905 CDP1 — "F DRD— 9T97" : RETURN 
DJ 3729 90$ CDP1 ="GCTttl, E" : RETURN 
EI 373B KDt [DPI - 1 'POKE C * P j E" : RETURN 
CM 374D DOS IRP] -"HCHTR" . RETURN 
AK 3759 BD $ C DP } = "N E XT A" ; H ETURN 
91 3769 B0$CDP)="CL9SEttl M ; RETURN 
CD 3779 99$ CDP1 ="P0KE756, P" : RETURN 
RO 3709 BD$ f DP J -"RETURN" : RETURN 
VD 3799 REM ■ ■■J,m 
90 3809 OPEN ttl r O,0,FLS 
UU 3019 L=L1 

LU 3910 IF LFLAG,= 1 THEN GO SUB 428J8 
LL 3839 FUR C=9 TO 1918 STtP 4 
RU 38 48 1*9 SUB 4BBBLREH El 
DI 39 58 NEMT C 
NT 3858 CLOSE ttl 
BH 3878 RETURN 



8D 3998 REM n MUM 
PR 3996 OPEN ttl,9,8,FL$ 
OT 398ft L=L1 



r.H 439R BP $ I DP 1 - 1 "F OR D - 0 T 0 7" ! RE TUR N 

ET 4408 BD 9 t DP J — "H t A PE " £ HE TURN 

DK 4410 BUS IPPJ -■■PDKEG *D j E" : HE TURN 

CB 4429 UDSCDFJ ."NEXTD" ; RE TURN 

ZZ 443B BO'S f OP'S -"WEMTA" % RETURN 

BP 444B BD^CDPT = ,, P0KE756,P" ; RETURN 

fl A 4458 BDS fDP> -"RETURN" : KtlUHN 

EP 44 69 REM ■ ^'^ Bimftji;i3 

PC 4 47ft BDS="" 

Oi 44BB F — L E N E j T B i I L) } 

ftr. 4490 BDS ll,P>=STR'$tLl 

OD 45 08 OP-P+1 

RX 451ft L=L+L2 

AS 4 5 20 RETURN 

— NJIIJ 1.111 = 



L T 


391A 


IF LFLAG-i THEN GOSUB 42 99 




U H 


3 ¥20 


FOR M= 1 TD 1ZD 




ZP 


393ft 


IF CHALT'S CM, Ml = r, 9 11 THEN G9T8 396ft 


TH 


RZ 


3940 


C= CM-llHfl 


RD 


3 959 


GBSUft 4669 : REH — U1M 




HT 


3969 


HEKT H 




NV 


3979 


CL9SE HI 


DH 


BR 
Oft 
DO 


3989 
3 999 
4BftB 


RETURN 


TG 
IH 
FU 


GOSUB 4479 


FP 


4919 


BO $ ( DP , D P+ 3 J -"OAT A" 1 


VF 


UH 


4929 


DP=0P«4 


SD 


LZ 


4939 


P=LEN(STR$CC/9)3 


TH 


XO 


4940 


B OS CDP d DP + P-li =5 TRS fC/8 1 


JH 


¥2 


* a sb 


BBrt fDP+P, frP + PJ-"." 


UV 


EU 


4868 


OP=DP+P+l 


JB 


EY 


40 79 


B =P EE K I CH BA SE * C 1 


HF 


K& 


40BB 


P-l FH ("iTRS EDJ i 


T J 


OH 


4 8 98 


HD$ CDP,DPFP-11 =STH4 E D J 


BH 


HI 


4198 


F8H BU=1 TO 7 


OR 


VP 


4118 


9DS CPP+P* PP *PI £'* - ** 




EK 


4128 


PP-DP+P+1 


OE 


TV 


4138 


B=PEEK CCHBASE^C+BU? 




JT 


4140 


P=LEHf9TH$ E9> 1 


9J 


OH 


415ft 


BDS IDP , DPFP-11 =5TR$ (B? 




OF 


416B 


HEKT BV 


GH 


ZK 


417ft 


PRINT ttl;BD$ 


T A 


BC 
RT 
DU 


419ft 
419B 
4289 


RtlURH 


eo 

A J 
MT 


GOSUB 44 78 


CG 


4219 


BDf CDP , DP + E1 ="REST8RE HI 


zu 


DT 


4229 


DDSlPP + 7 t DP+?+LEN «STRS ELA.tJ.6RL2>! 


XX 




- 1 j -*TR* (LI *1 DHL Z) 


N(t 


Zft 


4 2 JO 


I'NINI [lljU&i 


HH 


IK 


4249 


FOR M=l TD 15 


FE 


F.I 


42EB 


GDSU9 44 79 


UL 


ZF 


4269 


GOSUB 4398+€fH-lJ*10J 


&r. 


ZH 


4279 


PRINT ttl;6D$ 


cz 


HM 


*2 Bit 


HEKT H 


91 


BH 


4239 


til TURN 




H J 


43BD 
URN 


R p$ « DP 1 - "P 9K El 96 , PEEK C 1 96 1 - B" : RF T 


HE 
HH 


LT 


4319 


90$ ( DPI = "G R . 9" ; RE TURN 




ZN 


4329 


BD$ CDP1 ="P=PEEK 11961+4" ! RETURN 


BH 


UD 


433B 


DD S (DP 3 ="'CH-P«2SB" : RETURH 


GC 


EL 


4 H 40 


BDS (DPI - "N 


OP 


1 C 


4 .1 a O 


lll>t (DP ^Zl - STRt(CrlNUH) 1 RETURN 


AZ 


II 


l»B 


BOSCDFI -"FORA-I T OH RFTtIRN 


r II 


DH 


43 79 


B D« CDPJ - "RE ADB " ; RETURN 


RL 


IC 


4399 


BDS CDP> = " C- C H t CB*0 1 " : RE TURN 





ED 4SIB REH 
P3 4MB POKE 75 
ON 45S0 PVS-" 
VE 4569 EHtfllE 
ZK 1B7B FFtd]- 
MG 43flB FLf tll- 
tm 4599 FXSCiJ= 



rn 3Z767 



= 3 r [iO T O 4B7B 



=l:bOTO 4D70 



EN OU S = F X 5 Clj 31 : H= 4 i GO TO 4670 
AO 4658 OU$="Dl:" 
KF 4ft6« H=l 
AJ 49 7ft 0=ft[L£H 

IT 4599 IF FKSCL,L1=" " THEN GOTO 4740 
TC 4699 IF FK$CL,L1="." THEH GOTO 4740 

4 799 ir C=* THEH GOTO 4 74 9 
HR 4719 C=C+£ 

XC 4729 IF CFX$CL,L>>= ,, A" AMD FKS CL.LJ < = " 
Z"l OR fFKf CL.L1 >-"B" ti HD FK5tlJlC-"9 
"1 THEH L-L+l : COTO 4698 
4739 G8T6 4 829 

4749 IF FK$ CL , LI <>" " 4H0 FXS (L j L3 O ,L , 
" AHD C = 8 THEH EH5='^ N BHB too long !" 
; GOTO 12767 



7 , 


1 








11 1 EH5 £151 ="' ' 


■ lEHSCZl 


= EM$ 




"tFFSHSJ=" * 


'LFFS f 7 3 


= FFS 




« c FLS (IS I =" " 


'IFLS (3J 


= FLf 






■ JFH$(2> 


-FXS 




-FN* 






1* 


ZJ="C;" THEH 


DUf="C E 


■■ i f.n 


I r 


?]"□•:" THEN 


PUft=<>Dl 


: ■' : M 


1 . 


IJ O'-D 1 - THEN 


DUf ='*D1 


:":M 


Zj 


Zl>"6" A HP (FNSCZ.2I 


<="4 


1 = 


"8"1 A HP FXSC3,33-" : 


" TH 



,LST' 



id com 4R^n 



JB 4B4ft REM 

NF 4959 PRINT CHftSdZSl 



IJ 4JIb8 SETCDLOR 2 



, 2 , B ; SETCBLOR 1,1,12 
4,2 EPRINT "DIRECTORY" 
,8:PRINT "13 . FNT Files 



8 ST T I ON 71 ,I:CC)TD SQIB 



HH 5969 P0SITI9N 8 P 23 : PRINT 



R 1,9,9 
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U LI 5138 PGSITTOW 12,2 SPRINT 
TON*" 

fH 5t4B PO^TIION HjSlPRlUT 



'TWC FONT FAC 



AB 515B POSITI8R 1Z,7:PRTNT 

Tes" : 
□ 11 5169 POSITION 6 

-Rode , flel aiuw" 
Eft 5170 P04ITIOH i*.,lSiPRIHT 



"Bs 5araii Kea 



Tfl 5 1B8 POSITION a,l&EPBIHT 
■J!W Jl^ MlMl II ■*" » 

ES 5198 pflGE= PEEK C18&1*4 
VR 5268 CHB*SE=PB(iE«2SE 
ZK 5110 5T=PEEK E78fcl»2B6 

PL 522<i RIM CHHAPIB,6>,CHAECIB1 ,CHALT$C12 
S) , BIT t8) , KRIBS IBJ ,0**1*, 5PC$ C4RI , TTL« 
1 4 Q 5 ,1 BS Ufl> j ML 5 tl»> 

CF B23B PIH &Li:4tl5> ( F«SC30i ,FFS 1151 . FlS t 
15* .FXS E*6J J EH*t26> .DIH5 E73 , DE5 E28 J , BO 
5 1453 ,pY*C3J 

AF 52 40 605UB *4R:C,aSUH 9B8 

CM 5258 HESTOHE 529R 

UT 5268 FDR L = l TO 18: HEAP H 

1ft 5Z7B m,a4CL,Ll=CHR4tHJ 

UC 528B HEKT L, 

PY 5298 OftTft 164, lfrO ,255, 152 r l*i, 88 
UN &38B &HTA lift, 288 * 250 
PC 5318 CHHUH=8i ftCfr=8llCD=0 
PH 532H RESTORE 5378 
BX 5J18 FOP L-l TO B 

UL 53*a REAP M 
fL 535B BIT 11-1 -M 

r.Y 536B HEKT L 

EE 5378 frftTft 128,6^32,16,8,4,2,1 
AG 548B 5PtStU^ " : = " "15PC«M- 

SPcS:TTL,t-» THE FONT FACTORY - By 5#r 



= L.HP£ t«J 



B5 53*8 L»t CI) rCHR'S CIBJ : LN$ E48) =CNA5 118* 

LHS 123 =lM$ 
MM 5*8B CHALT* til -"8"! 

LTS EZ3 =CMALTS 
CD 5418 FOR M-l TO 0 
BM 5<2B FOR L = l TD B 
HE 54 30 CHH&P CL , HD =8 
GU D448 NEHT L 
FO 545B CH&ECtrtl -0 
HL S4&0 NEXT M 
pr. 54 7R RETURN 
FE 5488 PCH 
N'J S490 RESTORE 5588 
IN 55B8 F8R L=l TO 16 
Mli 55 1 B READ « 
MH 5528 BLIftL.Ll 
ET 4538 HEKT L 

OC »B48 Hl = lHT«fiPRtPLlSlV25Bl 
TH 5B»ft LO-AOR l&LlSJ -2SA««I 
EC 5569 POKE 312, LC 
T4 557a POKE SI'S, WI 

VL ssse OL-PIEEK «558I +155«FCEItl56Ii 
Bn 5598 ittTUPN 

GK 5*88 DATA 72 , 169 , 7*- 1+i - 1°' 212 
GC 5610 DATA 141, 24, 20B, 169.224,1*1 
Bl> 56Z0 &AT& 9,212,184,6* 
HEM 



VH 553 B 
HZ 5648 PAINT tHR*(lz5i 

UK 5650 lETCOLOft 2 * T . 6 1 9F.TLV0L0H 1,1. LZ 
EI 5*69 POKE 82,0: POKE 751 , 1 : P9*E 738,11 

vice 731 >i 

T£ 5678 COS LIU 11?H;BEM MSEEf 
£1 5BBB P05TII0H B,7:P«lHf LH* 
RB S698 PC51TIDH 18^7! PRINT "t 
HT B?88 P05ITIOH 9/Bi PRIHT " 
set neu chsrfccter" 



Li H 5728 PRIM! " . ► 1 > S*'* n * Kt Ch * 

racttf " 

FS 5738 PRIHT " I C £har,£ 

ter frid " 

IE 574B PR I NT " I " r-5tor* 80M 

„J 575* PRINT » 1 9 Slflt* CUrrer* 

t character" 

GB «768 ORIKT " - I » EOSE^El-ETE 

»OdB " 

JC 5 7 78 PRINT « I * ASCir^ffiEiaSH 

FTga input" 

UN 5788 PRINT » . . t » rpstore RdH 

sex 

Tl> 57?8 PHXNT ' 1 E enit p^ogr*- 



AB 
HX 



SHIFT-I access 



MSBO P*INT " 888 BOft I" 
SB 18 PRINT " INT A5C I 
I/O Mr nu " 
LI 2 58 2 8 PRINT LN* 
TH 5 BIB P8SIT18K IB > 20 : PRINT 
c p 584 8 AFL-ft t=l 1 N-i : Y-l : ftFLAG-2 
YB 585* POKE 752-8:P0KF 756,PACiE 
MiT 5B6B POSITION H^^IPBMT CWN»tl58Ji 
AK 58 78 POKE 2,8 1 POKE 7*2 4 
V5 ifl8« D^lJSHtfl&RCHLiSIl 
pp £,898 POKE 7S2,8 

EH B9B8 XC6=33 i AC6=6Bi G05UB *28 
HE 5918 POlTICTH K,Y+8; PRINT CMAS(15Bli 
BB 592B RETURN 
2B 5938 HEW 



; PRIHT 4PCS;iPC«KE 7B 
'0 ftRE T6U 511 



uc 



5718 PRINT " 
Chirac ter" 



I f get previous 



^ . *li*nlay a character. 
370-440 - Converts the % dtclnu" 

- Converts ■ 

,M-1M» - C*P« S ">' B °^ o ^ grid. 
I WiO-llTO - Move * e u ime ,ru P t,. 

J21CV-2270 - Calls tbr t mcP u- 

iCOJ* - Uenef S? T A for an «tlt* ^arBet^r «t. 
37 ^3 & Td^Sav, 5 DATA ;or - ^ 

^4^0 - Butt* R Ea 7^C uU ^ t TJATA ^ 
41 0,-443, - ^---X^C fo T R BasU: DATA 

1 i-4n Parses a fil en(i,ne - [a1 

SS90 _54T0 - c ode for A. ^ ^ iQtertUpt - 

I 56TO - - Scis up tne scrc^ 

5^6010 -Exi» the progj^ 



YX 594B POSITION 8 r 22 
4, 25B 

PC 595R POSITION 0 r 22 : PRIHT 

RE "J 
EH 59B8 IHPUT CS 

OU 59 79 IF Cf NND G*<>"»" TrLEH PR* IT 

I0R 8, 22; POINT TTL$; ICOTD 11*8 
CH 59B8 CtRAPHICi 8 
01 5998 POKE 756^*66 

UK 6B08 S^TC-OIOH 2,7,Si5ETC0LC.R 1,1-12 
EV 651* tHD 



CHBASE 
ST 

PAGH 

CHMAP<M> 
CTTNTJ M 

AGO 

1CD 

AFLAG 

pFLAG 

LFLAG 
KEY 
MLS 

MU* 

DLIS 

FF*,FLS 



M AIN VARIABLES 

m bitmap of ^ haT fme ^TBCter. 
Tj 56 d to tell the *P*^ fic t,iarflV 

Flag 10 indicRte wot 
Flaes whether a 
The TJiRcni 0 * COMC 

**t. fowtlfie to print the 

. mi to the screen. 

Filenames ana c*«^ 
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2£D 



MAD CHRISTMAS SALE 
BUY WHILE STOCKS LAST 

iJlH* CO MPUTER DISKS . BULK PACKED . TOP QLALTTY 




bra] CE4K 
IID.H 



H.ec 

£57.0* 
££E.I» 



m.w 

□DlH 
137 SB 

U7JI 



DB ■ Goiwtd or bmdili <Ui 



™ «rTPI 
r Hi 

MT.M 



Da 4G C/R 
f A BE 

E7.« 
Mi » 

ic] » 



■ftd- Mi t*w> tm kto uid Lwc 



hB — r m t. iMlwUdf * UmI Hid 4 Write prot-rt Uh, TW* m ■ 



a J* COMPUTER DISKS 
BULK PACKED with label* etc. 



ijry 38 130TPI 

10 «* m. r. I rust 

II 

19 
LOO 

204 



I24.BG 
££*.BE 
21 L'E-.Ui- 

123-B.Bi 



±IS.[l5 
t-lX. HQ 
i-. wr. 
II Lt.tfl 
fi«*u« 
EM.fl 



STORAGE BOXES 
TffE BESTRANGEi 

LdCkUbl* .3Lei-m^» Dm ftcm Cnnbur 

3.W* L«kubl*-H(ddi 5i =-7 .v 

f(C Luctikli-Huldi Si f M 

JJO" LMh*U4^HJdi 40 f?VD 

3.50' Luthibk-Huldi Hi tV SB 

& iy LotMMbU-HMd. EC 17 «B 

Lerk*M» HaM* 1D0 fI.«E 



SO 5.25' DSDD MTP1 Diiki with LociAhl* itorwg* bor f2l .96 

SQ 3.5D" DSDD 1 J5TE J I Dink* with storage bo* CM .95 

10 3.00' CT2 DmJcj for Amilrad etc „ £19,40 

P1<f ■** inquire for the b**t pritw of lirtLng ra-per 



COMPUTER MOfJITOBS ■ FULL RANGE STOCKED * 
BEST FRJCES 

ThLlipa CJrfWlJj-C^ar MiMiiLor LACE BV MdifalMnBCTAiMii ■Ir' _ I . SH 'J ! 

HCttTTLVlliJ^r [JtpUll* _ „._.£»a.Sfi 



FN lii 



CMflflfi2-CJinir 



Philip. HMT602-Hn+i K*. Cr**fl EknM. Kudldr - CuipMdu _ 

rtii hpi RMTS-il-H^tl On Amlm- Scran MindLrr - Dumped La _ 

MIcmilK i i -S*«jid«r± EtaslwilM CohnB 1 ManikM* _ 

Vinwi-jt ■. tF.i -M«di jjn n^tiili I Coluuj- Mlm-jLj-* _ 

* nu Fw c:.ui. 

ftRM F.M nK:R - All irmmilin an lUinnd fta by kiuitnH Kn ntn 1 

CENTEC electronic systems ltd 

UXTT ft, THE METRO CENTRE 
BRIDCE ROAD, ORPINGTON, KENT BRA 1BE 

TEL: (0689) 35363 f G Lines) (24 hours) 

Etam«mber - «JI }>riO«* LIU- 1 lid* VAT end delivep>1 
Tb«n pre liiddem eil™ to pftyf 



.. £TB.K 
.. UB.BlE. 
.£k7B.»E 
, tlSfl 9E 




: Attention Atari 
^ Adventurers! 



0* 



^f 1 



0? 



War games Adventure 
Simulation Specialists! 

Run by Enthusiasts 
for Enthusiasts! 

We stock: (Disc) 
Atari ST -Apple II 
Co mmodore Amiga 
IBM/ A ms.tr ad PC 



40* 



Mail Order Anywhere or Visit Our Retail Store 
Send lar§* for FREE price liat 



Call in for a Coffee & a Chat! 



COMPUTER ADVENTURE WORLD 

1A Charing Cross, BIRKENHEAD L41 6HJ S England 
Telephone (I SI 6*6 1 132 (Mon Sat, 10am -5pm) 



r 




ATTTTENiritiON 

ALL 1050 
DISK DRIVE OWNERS 



The 1050 1.S, Plate. 

The ULTIMATE drive enhancement 
from Innovated Software. 



DETAILS 

Plug in, high quality, easily fitted PCB with 
fill] fitting Instructions. 
Now with full Happy compatibility. 
Improved drive speeds up to TWICE normal loading speed. 
Reduction of drive WEAR and TEAR: 
whole tracks can be stored in the PLATE'S 1GK of RAM. 

Supports Double, Dual and Single densities. 
Sector SKEW is no longer required to obtain HI -speed. 
Will run all available disk operating systems, (DOS), including- 
SPARTA DOS, HAPPY WARP SPEED DOS 
AND OTHER HIGH SPEED SYSTEMS. 
The PLATE drive can also emulate other 
drives via its massive on board RAM including* 
IS/ US DOUBLER, STANDARD 10S0, ARCHIVER, 

HAPPY, LAZER AND WARP DRIVE. 
Ill SPEED reading and writing with special SIO gives 
an increase in speed by a factor of SIX!! 
Many special commands have been added to the SIO table. 



SOFTWARE DETAILS 

Supplied with double sided menu disc 

and a special H1-5PEED menu. 
Built in diagnostic tester, sector copier 
and special backup menu. 



MANUAL 

A comprehensive 30 page manual is supplied with 
complete fitting instructions 
and detailed information regarding software drive control;, 
to allow you to access the full potential of the PLATE, 

All registered owners will be supplied with any software 
updates, etc, for the price of a disk and return postage. 

Also supplied with. 

GREMLIN GRABBER III 

The most comprehensive, HI -SPEED back-up 
futility disc on the market, complete with manual. 



This complete package 

NOW ONLY £89.95 inc. Pea/Packing, ind t2 miriih? wirunty. 
A saving of £24.95 on previous advertised price! 



Available only from: 




53 Rugby Road, 
Worthing, 
West Sussex, 
BNH SNB. 

Tel: 0903-40509 (24 hrs.) 
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TUTORIAL SUBROUTINES 




4. KEYBOARD 
INPUT 



In this issue I am going to deal with one of the most 
common requirements in programming a home compute^ that 
is keyboard input. There are several ways of obtaining an input 
to a program when required and it U worth giving this aspect of 
your programs a bit of attention as it can give them a 
professional feel if it is handled well, or give a rather poor 
impression if done badly. 

WHY NOT USE INPUT? 

The most straightforward way of getting an input from the 
keyboard is through the INPUT command, using "INPUT X" 
for a number or "INPUT A*" for a string. There are, however, 
two reasons why INPUT is not my chosen way to obtain a 
keyboard input. First., for single keystroke entry such as Y/N or 
single numbers the response is much slicker if there is no need 
to wait for the RETURN key to be pressed. Then there is also 
the problem of error trapping which is not easy with INPUT 
especially when handling strings as the trap works on the whole 
string after RETURN is pressed and not on the individual 
keystrokes of the string entry. For these reasons I prefer to use 
GET instead of INPUT. 

DEFENSIVE PROGRAMMING 

Before looking at the subroutines themselves let me 
mention a programming style called 'defensive programming 1 
In commercial programming where a team may be working on 
one program this programming technique is essential - each 
programmer works on his own modules of the program trying 
to ensure that there is no way that other modules being worked 
on by other members of the team can conflict with his when 
they are all combined. This requires a very analytical, 
protective point of view, and frequently causes the program to 
be quite complex when simple code appears to fulfill the 
requirement. Defensive programming is a good technique to 
adopt in your own programs if you wish to share them widely. 
In this case you are not protecting against conflict with another 
part of the program but against mishandling by the user of your 
program. It is not easy to make your program totally crash 
proof but it is a good aim, What would happen to your 
masterpiece if a determined youngster tried to input 

INVERSE CONTROL T when the program was expecting 

'YES 1 or 'NO>> 

Now to an analysis of the subroutines - 

YES or NO INPUT SUBROUTINE 

Line 31300 - The first statement disables the break key to 
prevent inadvertent interruption of the program. The way to do 
this is to ensure that bit 7 at memory location 16 is not set (this 



In his continuing series, 
Ian Finlayson provides some 
routines to handle keyboard 
input in your program and 
explains how they work 



means the value in memory location 1 6 must be less than 128). 
You may use this during initialisation of your main program } if 
so it is not needed here in the subroutine but it must be reset 
after a Graphics call. 

POKKing 694 with 0 ensures the keyboard is not in inverse and 
POKEing 702 with 64 makes sure that normal upper case 
keyboard input is selected. 

Line 31310 - Opens I/O channel 2 for input from the keyboard, 
clears the screen and prompts "Play again? (Y/N)". The 
program waits for a key press and when this happens returns 
the key value (in AT ASCII) in the variable TT8 then closes the 
I/O channel. If TT8 equals 89 'Y 7 has been pressed and the 
RUN command restarts the program. Instead of the RUN 
command we could RETURN to the main program and then 
GOTO an early line in the program to play again. 
Line 31320 - If Y' is not pressed we exit the program with a 
"Goodbye". I have assumed that you are using a disk with a 
program called MENU on it for selecting your games. You 
could alternatively just use an END statement to return to 
Basic. 



SINGLE NUMBER INPUT SUBROUTINE 

I have not repeated line 31300 here but it is equally 
applicable for crash proofing this subroutine. 

Line 31330 - This line is very similar to 31310 and returns the 
ATASCII value of the key pressed in TT9. The value of TT9 
is then reduced by 48 (The ASCII value of a number is 48 more 
than its face value). A check is then made to ensure that the 
value is between 0 and 9. 

Line 3 1340 - The value selected is printed on the screen and we 
return to the main program with the selected value stored in 
TT9, 



STRING INPUT SUBROUTINE 

String input is slightly more complex than the previous 
examples as we have a series of characters to deal with. 
Line 31350 -Opens the keyboard for input, prints a prompt, 
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IQ 3123^9 REM *» PAGE 6 «* 

** SUBROUTINE TUTOHTAI -A ** 
** INPUT ** 

ttU 313B0 IF PEEK C16>> 117 THEN POKE 16, (PE 

EK {161 -128} : POKE &94>0:P0KE 707,6-4 
PN 3JL318 OPEN t!2,4,e r "Ki" >? ,, H++PLAY AGftI 

N? tSa^mi ; 11 i I SET ItZjTTO: CLOSE ttislF TT 

0-09 THEN HUH 
FH 31220 ? |? "iiGOODBYE . . > LOADING MENU 

*' I RUN "DrWEHU" 



TK 31329 REM pft^E 6 *# 

** SUBROUTINE TUTORIALS »» 
** NUMBER INPUT 
HI 31330 OPEil nZ,4,B,"Ki"i? "^-f 4ENTER A H 
UMBER tO-9) : 11 ; ! GET 82 # TT9:CL0SE 1*2 5 TT 
9=TT9-49!IP TT9<« OR TT9>9 THEN 31330 
TW 31340 ? TT9 : RETURN 



YV 31349 REM ** PAGE 6 *H* 

** SUBROUTINE TUTORIAL -4 
** STRING INPUT *K 

JK 31350 OPEN »2,4,0,"KJ"!? »H4*TYPE IN ¥ 

OUR NAME i«j : FOR TT10=i TO 20 
OB 31360 POKE 702,64: GET 82 , TTli : IF TTli= 

155 THEN POP r GOTO 31390 
VT 31370 IF CTT1K65 OR TT11>122J AND TT1 

1<>32 AND TT110126 OR CTT11>90 AND TT 

1K973 THEN 313GO 
FA 31300 ? CHRS CTT11J ; s TTO$ CTT10 , TT103 ~Ctt 

R$CTT11> i NEKT TT10 
DM 313 38 CLOSE tt2 : RETURN 



then starts a FOR NEXT loop for the number of characters you 
require in the string. I have allowed 20 characters but you can 
adjust this to suit your requirements. 

Line 31^60- The POKE to 702 is here in case the inverse key 
is inadvertently hit between characters. Next one character is 
read into TTll and if its value is 155 (RETURN) it is assumed 
that the string is complete so the stack is popped and we exit the 
bop id line 31390. 

Line J 1370 - This line checks for valid characters, 1 have 
allowed A to Z (65-90), a to z (97-122) also SPACE (32) and 
DELETE BACKSPACE (126). Allowing backspace means 
that a very limited form of correction can be carried out during 
input, but each backspace uses up a character from the string so 
any extensive correction will cause a problem! Any invalid 
character is ignored and causes a loop back to 31360, 
Line 31 3#0 - Valid characters are printed to the screen and also 
added to the end of the string TTS$, This string must have 
been dimensioned in the setting-up sequence of the main 
program and must be (at least) the same size as the FOR NEXT 
loop in line 31350 

Line 51390 - Closes the I/O channel and returns to the main 
program. 



OTHER APPLICATIONS 

This method for keyboard input can be tailored to your 
specific requirements ► For example, if you want a number input 
of more than one digit use the string input subroutine and then 
change the string back to a number by using VAL(TT8fc}, 

If yon are having trouble with any of these subroutines 
write with a s.a.e. and I will try to assist. Ian Finlayson, 60, 
Rounds tone Crescent., East Preston, West Sussex 



Don't miss out! Keep right up to date 
with all the latest developments in 
the exciting world of the Atari ST - 
with Britain's top-selling Atari ST 
magazine! 




Among the many features 
you'll find in the January issue: 

• Star Wars; A review of this late$t blockbuster plus an 
interview with Do mark and the talented young German who 
wrote it. 

• Games reviewed: Defender of the Crown, Bubble Ghost, 
Ranarama, Ogre, Mortville Manor, Screaming Wings, Palace's 
Barbarian and Chesstn aster 2000. 

• Examined in-depth: Mark Williams' C r Short Cut, Epson 
EX 300, Pro-Sprite Designer, Graf-Tablet SyncTrack and 
SmptBTrack Midi packages. 

• Machine code: The ST's screen memory is examined in Part 6 
of this series. 

• Gallery: A selection of gruesome creations from beyond the 
grave. 

• Adventures: A review of Infocom's Plundered Hearts. 

• User Port: Part 2 of this OIY add on series. 

• Pinter Drivers: Discover what makes your printer tick. 

• Listings: Add a massive printer buffer, play The Golden 
Crown and try our Scrap book utilities. 

• Word Processing: Pert 2 of this series examines mail- 
merging, spelling checkers and thesauri. 

Available NOW from your newsagent or larger computer 
dealers - or why not make sore you get every issue before 
they reach the shops by completing and returning the 
coupon below. 



Please send me the next 12 
issues of Atari ST User for £15 
starting with the issue. 

□ Please rie bit my AccessAftsa card no - 

cm 



Expiry date 



□ I enclose a cheque made payable to Database Publications, 

5 i g risd Ex pi ry date ; 

Mb me 



Address. 



Postcode. 



I 



Send tor Atari ST User, Europa House, 
Adlington Park, Adlington, Macclesfield SK10 5ISJP. 



Phone orders; 0625 579920 
Telecom Gold: 72: MAGOG 1 
Prestef; Key *B3 then 614568383 



Don 't forget JO include 
your credit c&rd number 
y^237 and full address. i 39, e 1 
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STORT SOFT 

MAIL ORDER SPECIALISTS 



INCREDIBLE LOW PRICES! 

ALL OI&CS CARRY A NO QUIBBLE REPLACEMENT GUARANTEE ARE CERTIFIED 
W0% Cfifi(]fl FFEE AND COME WITH LABELS.. 51" ALSA HAVE SLLCVFS AND 
WHITE PROTECTS FLIP SIDED DISCS HAVE TWO INOFX HOLES AMD TWO 

NOTCHES. 



3, & SPECIAL OFFERS 

Zb SS'DD 135 TPHMFtDD] & 10 tt GO/90 locking boN 
SB SS/DD I 35 IPIIMFIDDI & GO or GO/90 lacking disc don 
25 [>s'/DD 135 TPKHF2DD) & 90 or 5D/S0 locking diet bni 
&□ OS/ DO 135 TPKMF2DD) & 80 aw Bft/00 locking din= bu* 



SPECIAL OFFER T! 

25 S5 46TPI & IS" DISCS « 1D0 CAP LOCKING DISC BOX 
50 SS 48TI>l 5.25 - DISCS & 100 CAP LOCKING DISC BOX 
100 SS 4BTPI 5 25 DISCS ft ICQ CAP LOCKING DISC BOX 

26 OS 4RTPI 6 2S DISCS « 1QQ CAP LOCKING QISC BOX 
hi] DS 4HTPI 5 25 DISCS ft 1QQ CAP LOCKING DISC BOX 
100 OS 48TPI 6 26 J DISCS & 100 CAP LOCK ING DISC BOX 



5T E>ISCS FROM AS> LITTLE AS 33 PENCE 



£t6 00 
£25 00 
£39 
£17,00 
£ 26.50 
£42.00 



l35lpi unbrawted 10 "A SO 

SS/CCMMFIDOf tlO.DO fZVOQ £47-00 

□S/QO IMF2D0I £11.50 f7J DO C53.D0 



CUM AN A DRIVES 



ATARI ST 1 MfGABYTE 
AMIGA 1 MEGABYTE 

HP ADDITIONAL LEAPS Oft POWER SUFFk V HfcQUlHED 



1DD 
£92.00 

fgg.oo 



5DEJ 



£39! I 
£423 



ii 



BLANK 5 1/4'; DISCS 



DISC NOT CHER FREE WITH IACH 100 DISCS PURCHASED 



TRIAL 10 

£4.50 
£5.50 
£5.50 
£7 00 
£595 



UN8RANDED 

SS4S TPI 
OS4B TPI 
DS96 TPI 

DS9FJ TPI FLIP SIOEO 
MIMIC FLIP S1DED TPI 
MlMlC HIGH DENSITY 1 Grneg £23 00 
■ II OURED - rniK ;imi1 match or ull on* colour 
SS4S TPI £&.50 £12.00 

0S4BTPI £7.50 £14 00 

DS9BTPI Eft. 00 £1B.00 



LOCKING DISC BOXES 



25 

£0 00 
£11.00 
£13.00 
£14.00 
£20.00 
FT>2 . D D 



50 

£17 00 
£19 00 
£21 00 
£22 00 
£36 00 



100 

£33.00 
£35.00 
£37.00 
£38.00 
£70.00 



1 0 in a 
plastic lib. esse 

£5 5D 
£6 50 
£7.50 
£B,00 
£3.35 



£100 00 £150.00 £24.00 



£22 00 £42.00 
£24 00 £44 00 
f?R00 £5000 



£7.50 
£0.50 

fg.oo 



ATARI HARDWARE BARGAIN PRICES 



520 5TFM £279.95 

520 STM, \\ men d"«H 

520 STM, SF314 (1 m*g rkiw> 
520 STM, SF35A t, SMI 25 mono mciuior 
520 5TM. SHH & SM 125 
1040 STF & SMI 25 mono mwiitw 
Meya ST 42 megabyte RAM & 1 meg driw»l 
Megs ST 12 meu^^e RAM S 1 men drigfi l & SMI 25 
Wen* 51 14 megabyte HAM A 1 meg rJrw?| 
Meya ST 14 mBrjarrirte HAM & 1 meg dnwcf * SM125 
Ail Hnnlwaie comes wilh Fn.iH dust carers!' All STs camt with 5 (jiMg domain discs m 
emulator and th» arcade game Megarp.dK. 5 blank diacs to opt you u*in*g or choose 
disci from nur public Domain library Bajii language disc and manuals 
520 5TM DNLY corns* with lsr Ward ward prciresaoi and apellinq cNckei 



HOLDS 50 
HOI OS 40 



£7.95 
£7.95 



5Ji" HOLOS 100 £9 95 

60/30 (HOLDS BO 3" or 90 3 j">£9.95 



A N C I L L A FLIES 



5T /IBM /AMIGA/PC 1512 TO CENTRONICS PRINTER LEAD 
ST TO RS232 MODEM LEAD 

SWITCH BOX - 2 POSITION he 1 printer to I cnmpulers and vi- vcrss.. 
Centronics Or RS232 - ptease specify 

DUICKSH QT 1 1 M I Cfl 05 Wl T C H J DYSTI CK 



£7 95 
£7 95 

£29 95 
£6 95 



COMPUTER ACCESSORIES- 



S V DISC MOTCHLR lOoubla ywir disc caoacily or* a single sided Omni 
DISC ClEAMNG KITS L*hpH nun-alwasiMB lyo? - prDiect your valuable soltwflre 
5i"DCK £3 95 3i"W* 

SPECIAL PRICE „ „ . 

M05FT. PnMn. SCl?^ ttiloui Mnnirnr 1 si Ward & Spell H pkis 

as above 

MEGA ST (2 rug), SMM804. 5C1771. 1*1 Word & Spell H 
MEGA ST 44 mefl). SMI 25 Mi>m> Motiiior, SLM*01 L*sei Printer & 
SH205 Hard Disc Onve 



ID 

3 tasa 
CIS ,96 

f 14.&S 



El 30 DO 
£123 00 



£273 95 
£339 95 
£37-1.95 
£434 95 
f57O.0O 
faflS.Qfl 
£935.95 
£1095 00 
f 1190.00 

eluding CPM 
r. nriihliuriai 



£3 35 
£4.95 



CU39 OU " 
£1250 DO " 

£25W DO " 



Jusi writ* for mare Mvmalion. Chevies etc payahle to STOUT SOFT {International orders add 10% a«1 remit it prxifflte Sterling hy bank draft or international monRy order Write lor quote n 

any other currency) 

ACCESS^NtASTERCARD/EURQCARD/VISft accepted. CREDIT CARD- ORDER LiWt - QZ7'S- 89509 
24 HOURS A DAY 7 DAYS 4 WEEK - VAT & P.P. INC. NO HIDDEN EXTRAS - WHAT YOU SEE IS WHAT YOU PAY 

18 CROWN CLOSE, SHEERING, BISHOP'S STORTFORD, HERTS CM22 7NX 



ARE YOU MISSING OUT? 

You've got bis of queslions about your computer but don't 
know who to ask! We do! You re: noi sure which software is besl 
for your application! We do! You'd like lo keep up to date w4th 
new icleases and be sure they are a yuod buy, bud who's going to 
tell you? We will! You uuould love to get to know other Alari 
enthusiast, bul you don't know how! We do! You want to get 
some u f that 'Public Domain' software you've heard about, but 
where from? We know 1 You don't want 1o feel like you're the 
only Atari owner in the world, but where can you turn tool Well, 
we can helpl Greal, bui who are you?? 

We are the Largest [and oldesl] Atari Computer Owners Club 
in the U.K. For jusi £5 .00 per year ynu get help^ assistance , hints, 
tips, friends, pen pals, access to PD software, up to date 
information, games, utilities, hardware projecls, software 
reviews, programming tuiorials. and a glossy club magazine 
every quarter 

A club magazine as weJIll One of those photocopied things 
that is unreadable, eh! Well no. if s pro fesslonalry produced, just 
like Ihis magazine you're reading. It's called MONITOR, you may 
have heard of it? Yes. friends ol mine have read it and say it's 
gieaH How do 1 ioin ihe club and get my copy of MONITOR? 
Easy just send a cheque or postal order for £5110 lo the address 
below requesting a lour issue subscription. Overseas 
membership is £8.00 (surface^ or £12.00 {Airmail} 

Yon won't be disappointed! 1 

The U.K. Atari Computer Owners Club 
P.O. Box 3, Rayleigh, Essex, SS6 BLR 

Independent User Group 



WE WANT YOU! 




THE PLAYERS TEAM ARE OUT LOOKING FOR 
YOUI 

CAN YOU WRITE COMMERCIAL QUALITY 
GAMES IN MACHINE CODE? 

Write In Strictest Ccofiderce to 

richard pall jones 
players software, cailfva park 
a1dermaston 
berks rg7 4qw 
or phone: (07356) 77421 (S lines) 



2ft Page 6 -Issue 31 




A 




The PAGE 6 ST section 




BASE TW 

a simple but effective database 1 




ST SECRETS 

a new programming se 





OR 

< ► 



COMPUTERS- =. 

Alan 52QSTFM including ova* E KWI vworlh o\ software and 

£29500 
£255.00 
£355 00 
£495.00 

^999.00 

£1299.00 



SF354 r>™e 



accessaries . . 
i.lan 520STIV ■ M.-uiiSfi 
Atari 520STM I Mouse 

AJBii 1040STF 

Alar i Mega ST2 

Atari Mega ST4 

. Mega STs come complete wi«h SM i2S HigTi Re*. Mono. 
Monger and r+cw include Blitler Chips' 

MONITORS . 



Alan SM-1 25 Mono 12" screen 

Atari SM- 125 Bought with Computer 

Philips CM Med. Res Colour 14" inc lead 

DISK DRIVES 

Alari 5F354 5mti Disk Drive 

Alan 5F314 Imb DisK. Drivu 
Cumana 1mb Disk Driva 
Cumana 2mb Dual Disk Drive 
Cumana 5.25 1 D*Sk Drive 

ACCESSORIES 

10 ' 3 5 SS.'OD Disks Bonded 

10 * 3.5 SS-'OD Disks Unbonded . . . . 

1 0 * 3.S DSvDD Disks Branded 

10 * 3.5 DS'DD Diaks UnbranOed 

Mouse Ma1 

PRINTERS . ■ 



£1 35.00 
EHXJ.00 
£235 00 



cgrj.oo 

£19-91.00 
£149.00 
£255 00 
£169 on 



£14.95 
£12.00 
r • 9 9b 
£16 00 
. £4 95 



£15900 
£19900 
£199 00 
£275 00 
C275 00 
€654. 00 
i-fi/3.a5 



MioroP. MP 136 

Cit£eni20-D 

Clfawn LSP'10 

Epson LX-8O0 

SlarNL-10 

Star N624- 10 primer + Sheel Feed 

Juki 5520 Colour Printer 

All cur software >5 mariced at Ihe recommended retail price but 
we B'^ discount o1 5% For AcoesSi'Visa sales Of a full 10%. 
discount lor payw^nt tyf Cash & Cheque 



Atari 1EM0STF 




20 Hf ST ATARI S"t GAMES 

1 Star Tf»k 

2 Slar Wars 

3 Barbanan ipalacej 

4 0e1endaol the frown 

5 Tefmrpods 

6 BarOanan (psygnofus I 

7 Right Simulalor 2 

& Gauntlet 

9 AttaN 

10 Mercenary 

1 1 Marble Macness . 

12 Mission Elevator 

1 3 Hunt lor Red October 
14Leaderboefd 

t 5 Impact 

16 Sertlinel 

17 Sc*omons Key 

16 GoWrurtnar 

19 Melrocross 

20 International Karate 



£19.95 
£19.95 
£14 39 
£29 95 
£24 95 
£24.95 
£49.95 
£24 99 
£24.95 
£24.95 
£24.95 
£19.99 
£24 95 
£24.96 
s;i4.yb 
£1995 

r ■ n 3H 

£24 95 
£24 95 
£19.95 




10 BEST ATARI ST ADVENTURES 

1 Phafilasie III 

2 The Pawn 

3 The Bards Tale 

4 The Guild of Thieves . . 

5 Mord &■ Bert ... 

■6 Gnome Ranger 

7 Space Gve&l 

B Kn<ght Ore 

9 Plundered Hearts 

10 221 B Baker Slreet 

10 BEST ATARI ST BUSINESS PROGRAMS 

1 Firs-l Word Plus. 

2 V!P Prolassional 

3 Sage AccounHam Plus . . . 

4 Superbase Personal 

5 Tn«ribB&e ... 

6 Puhtahmg Partner 

7 K-Spread 2 . 

8 Tempus 

9 Habav*ew 

10 K-Data 

10 BEST ATARI ST UTILITY PROGRAMS _ 

1 Degas Elite . 

2 Laittfe C 

3 Typesetter EWe 

4 An Director 

6 PC Ditto 

6 Pro Sound Designer 

7 prrjleesional toon Editor 

6 Cad 3D - - 

9 Easy Draw 2 . 

10 Back Pack 



£24.96 
£24.95 
£24 95 
£24 95 
£29 95 
£14.95 
£24.95 
£19.95 
£24.95 
£24.95 



£79.95 
£228 .95 
E22&.B5 
£9-9.95 
£8995 
£159 65 
E79 95 
£20 95 
£74.95 
£49.95 



£2495 
£99.95 
£31 95 
£4995 
£79.95 
£57.44 
£29.95 
C24 95 
£79.95 
£49.95 





The Future Present. 
From Atari. At YORCOM 



□ PEN 9AM TO 5.30PM MONDAY • SATURDAY 
MAIL ORDER A CREDIT CARDS WELCOME 



THE YORK COMPUTER CENTRE 
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THE YORK COMPUTER CENTRE 9 Davygate Centre York YDI 2SU Telephone (0904) 641862 



HEWS 



Robtek have licensed PC DITTO from Avant Garde Systems 
in the U.S.A. to bring to Europe an IBM emulator "that really 
works", PC-Ditto is sweeping the States where it is recognised 
as the best of the available IBM emulators. Price in this country 
will be £89.95. Robtek have also released HOLLYWOOD 
POKER at £14.95, if you can't afford si trip to Soho, and 
several other games at u similar price including DIABLO, 
SWOOPER, ALIEN STRIKE and GAMBLER. Also 
available are SKYPLOT, a professional astronomy program 
that will set you hack £69.95 and HOME PUBLISHER, a low 
cost DTP program for the small business user at £24.95. 

Digita International^ a company already established in the 
Amstrad market join the growing number of software houses 
supporting the ST with the announcement of four products, 
two of which are likely to appeal to all home or business users. 
MAILSHOT is a powerful menu driven mailing list program 
which uses a unique system of on-screen scrolling of labels and 
brings WYSIWYG to labelling programs. Routines include 
detection of duplicate labels, surname sorting and many more. 
Price will be £24.95 and an enhanced version will be available 
at £49.95. The second program of interest io home users will be 
HOME ACCOUNTS, a GEM based home accounting 
program for £24.95 which looks to be very interesting. Digita 
are also releasing SPECTRUM ANALYSER which can link 
to your Hi-Fi to create an exciting visual image of music. 

Signa Publishing Systems Ltd, is a new company headed by 
.Mike Dale, formerly of Haba Systems, that intend to support 
Desktop Publishing on the ST. The company will import 
document processing and desktop publishing software from 
Western Europe and will offer high quality software and 
hardware peripherals as well as service, training, installation 
and support. One of the products they carry - Signum - is 
already recognised as having one of the finest outputs of text 
and there are similar products coming together with hardware 
such as optical scanners. More information can be had from 
Signa at Trevenen House, Cricket Hill Lane, Yately, 
Camberleyj Surrey. 

Frontier Software have an impressive new line-up of add-ons 
for the ST following a sole-distributor agreement with E. 
Arthur Brown Company of the U.S.A. The range of products 
include a Solder less Expandable RAM Expansion Board 
which is easy to fit and can be expanded later. Initially the unit 
will upgrade a 520 STM to 1Mb but more chips can be added 
up to 4Mb Price is £139,95, The Pic ta Scan Scanner mounts 
onto any printer to produce scanned images of photographs and 
documents which can be stored in Degas or Publishing Partner 
formats, 10 grey levels and all three resolutions are supported at 
a price of £149.95. Invisible Clock Setter plugs under the ST 
keyboard to keep the clock running even if the machine is 
turned off. Price £29.95. Finally there is the first alternative to 
die ST mouse with Mouse Ball II which retails at £39 .9 "5. 

Bug Byte enter the ST market with MISSING: ONE 
DROID, a budget game for just £9.95. The program was 
written by Paul Lay and was the winner of ANALOG 
magazine's S50QG dollar programming contest. A fast action 
shoot 'em up with dozens of screens and 'astonishingly fast 
game play'. 



Creation are another new company which is releasing a unique 
scrolling shoot ( em up called SKYRIDER that scrolls from side 
to side rather than vertically, A futuristic game with graphics 
similar to Goldrunner, it features six minutes of sampled music 
plus sound effects and animated backgrounds. Price is £14.95. 



TANGLEWOOD 

TANGLEWOOD from Microdeal looks as if it could be the 
best arcade adventure yet to be released for the ST. The 
program will cost £19.95 and looks to be worth every penny. 
Let the pictures tell the story and gel hold of the demo disk, if 
you can. 




Also from Microdeal arc LKATHERNECK, a commando 
action game, ST SOCCER and FRIGHT NIGHT, an 'Adult 
Only' game based on the film. All at £19,95, From Michtron 
will be QUICK PAGE, a simple page layout program that can 
combine text and graphics for single page advertising, press 
releases, newssheets etc. Works with Epson compatibles and the 
new Epson laser. Price £29.95. • 
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SECRETS 



Colm Cox delves into the inner 
secrets of the ST - beginning 
with Sound 



This is, hopefully, the first of a 
short series of articles which aim to 
cover some of the more interesting 
features of the Atari ST range of 
computers. In each article I aim to give 
examples in ST Basic, C and 68000 
assembly language - which I hope will 
make the examples of some use to 
everyone. 

This article covers the subject of 
sound. It would be of benefit to have a 
short description of the YM-2149 sound 
chip used in the ST so I'll start from 
there. To save space we'll call the chip 
the PSG from now on. 

The PSG has 3 independently 
programmable tone generators i.e. 3 
channels. A noise channel can be mixed 
with each of the tone channels. The 
noise channel's pitch is under program 
control and the tone channel's volume is 
also under control of a program or 8 
hardware volume envelopes. 

The PSG has 14 registers which 
control the tone and noise channels. A 
description of the registers is given 
below: 

REG 0 and 1: Pitch control of channel 
1. This is a 12 bit value with the low 8 
bits in REG 0, the high 4 bits in the low 
4 bits of REG 1 , The lower the overall 
value the higher the pitch. 
RHCr 2 and 3: Ditto for channel 2. 
REG 4 and 5: Ditto for channel 3. 
KEG 6: Pitch control of noise channel. 
This is a 5 bit value, and the lower the 
value the lower the pitch of noise, 
REG 7i Mixer control. This register 
controls the overall Output. Each sound 
channel can be tone only, noise only or 
tone and noise. This register controls 
the combinations. Table 1 gives a 
description of the use of each bit. 
REG S: The low 4 bits control volume 
of channel 1 but if bit 4 is set then the 
volume is controlled by a hardware 
envelope. 

REG 9: Ditto for channel 2. 
REG lOt Ditto for channel 3, 



REG 1 1 and 12; The hardware 
envelope can last a certain amount of 
time, called the sustain period. This 
register defines this period, 
REG 13: This register defines the shape 
of the envelope to be used. The 
envelope in use is global to all channels, 
but what are the shapes of the hardware 
envelope? If you look in the ST Basic 
Source Book, under the command 
*WAVE* a list of the envelope shapes is 
given. What - it isn't there? The early 
sourcebooks were sent out missing some 
vital diagrams! For those of us with an 
early manual, myself included, Figure 1 
shows the envelope shapes along with 
the number to place in REG 1 3. 

So now you know about the 
registers, how do you access them? It is 
not possible to access the registers 
directly but two locations, &FF88O0 and 
JFF8802 are the answer, 

SFF88O0 WRITE - Register select, 



store the number of the register you 
wish to access here. 
SFF8800 READ - Read data, after 
storing the register number here, 
reading this location will yield the value 
stored in that register, 

SFF8802 WRITE - Store data, after 
storing the register number in SFF8800 
you can write to that register by storing 
the required value here. 
SFF8S02 READ - Always returns SFF 

Note: The above registers are 8 bit 
registers. 

NOW FOR THE 
PROGRAMS 

Listing 1 is an example of using the 
above method to program the PSG from 
ST Basic. For the BASIC programmer 
there is no need to go to these lengths as 
ST Basic includes the necessary 
commands, however the Basic 
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REh| ********■*+* •*** «ll K I II i ■ ■■ ■ ■ ■ ■ B m « »**«-»»«»«»**■»**« 

REM # ST Sacret* series 

REM *Y * 

REM * CDLM CDX 

REM * ■ "~ ! 

RE M * SOUND - ARTICLE ONE - LISTING ONE 

REM » tST BASIC) * 

REf1 • PABE h MAGAZINE - ENGLAND * 

REM •** ** • *********** ** »** ********** *********** »** ***************** • 

REM 

REM ! FIRST SET PITCH ON CHANNEL 1 '• 

REM +— 11 

REGIS7ER=0: YALUE-1O0; 60SUB BET. SOUND 
REG 1 STER= 1 1 V ALUE=2 i GOSUB SET. SOUND 

REM * * 

REM I N0*J SET VOLUME ON CHANNEL 1 

REG I STER-B i VALUE= 1 5j QOBUB SET . SOUND 

REM + 

REM I NOW ENABLE TUNE ON CHANNEL 1 ! 

REN + * 

RES I ETER-7 i VALUE=kHFE i GDSUB SET . BOUND 

REM * + 

REM 1 NA1T FDR A SIT t 

RE Ml + »■ 

FDR DELAY- 1 TO 200O1NEXT DELAY 

REM MOW 01 SABLE TONE ON CHANNEL I i 

REM + + 

REBISTER-7: VALUE-MHFF : SOSOB SET.50UND 

END 
REM 

REM »*»*##-»#*+##•*•***#**#**#*#*»************'■***•******************** 

REM *# G,P ROUTINE TO PUT "YALUE" IN PSG REGISTER NUMBER "'REGISTER" " 

REM ***** ************* ■ ********** *** ************* ************ ****** 

SET. BOUND: DEF SEG-1HFF8BO0 : POKE O „ REG 1STER S POKE 2, VALUE 

DEF SEG=0: RETURN 



Sourcebook does not give the best 
description of the commands so the 
following is a description relating the 
commands to the explanation of the 
PSG given above. 

SOUND CHANNEL, VOLUME, 
NOTE, OCT AVE j WAIT - Play the 
note NOTE, in octave OCTAVE on 
channel CHANNEL at volume 
VOLUME and wait for WAIT 50ths of 
a second before returning control to 
BASIC. The only bad point of this 
command is that the large tone range of 
the PSG is missed out by the fact thut 
SOUND used musical notes only, 

WAVE ENAH1 ,E, ENVELOPE, 
SHAPE, PERIOD, WAIT - ENABLE 
controls the tone and noise output. Its 
vaJue is stored in REG 7. ENVELOPE 
enables/ disables envelope control of 
volume on the low 3 bits of channels 1 
to 3, a 1 meaning enable envelope 
control. This parameter is related to 
REG 8 - REG 10. SHAPE is the shape 
of the hardware envelope to be 
employed, and is stored in REG 13. 
PERIOD is the period of the hardware 
envelope and is stored in REG 1 1 and 
12. WAIT has the same effeet as in the 
SOUND command. 

The only real advantage of 
accessing the PSG's registers from 
BASIC is that you can alter the piteh of 
the noise channeL A subroutine, along 
with a program which shows how to use 
it, is given in Listing 2 - called 
NOISE.PITCH, NOISE,PITCH 
expects the new pitch to be in a variable 
called N P 

DOING IT IN ASSEMBLY 
ORC 

For the Assembly and C 
programmers, the hardware registers are 
one way of producing exciting sound 
effects and music with the ST. This 
section onwards will deal mainly with 
programming in C and Assembly 
Language. 

Direct access of the hardware 
registers is not the only way of using the 
PSG. Atari thoughtfully provided 2 
routines in the XBIOS (eXtended Basic 
Input/Output System), they are: 
GIACCESS and DOSOUND. 

GIACCESS 

This routine allows easy access of 
individuaJ PSG registers. The calling 
mechanism from Assembly Language is: 
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REM iiiiii>»<4 

REM ■ 

REM ■ 

REM • 

REM « 

REM h 

REM ■ 

M H m 

RE" «•***■«**•* 

REM 

REM + + 

REM ! FEK31 ii\_T VOLUME OF CHANNEL. 1 I 

REM + 

REG [STb l !-IJ: VALUE " 3 3 1 BOSUB SET . SClLT^JI 

REM I NDU SET PITCH OF Nut si l:iibhnel ! 

REM 4 t 

N. P-J3 iGDEUB NOISE.PITCH 

Ml 4 t 

REM ! ENABLE HG1SE On.Y ON CHANNEL L ! 

REM * 'i '■ ■ + 

REGISTERS : mhi III -SHFTqGaHUB SET . SOUND 

REM * * 

REM I DCLA-Y FDR A BIT : 

REM » ,* 

FDA 0ELnr*l TO 20O0:NE(T DELAY 

RtM , , 

REM ! THEN IWCM.ASE PITCH RAPIDLY 

REM • . 

FDR N.P*11 TO * StEP -3 
BOSUB NOJ3E.IMTCH 

REM + i ► 

REC :.r fil I i:* L."iV 

REM + — « + 

FDft IH.Lflir-3 TO 20 r NEXT DElAY 
Nl XI H.I 

m *- * 

NL'H I REPEAT IT : 

REM + * 

GOTO 260 

REM Miimiu i Mwn wtmu a i mi i h iiHm ti mw i n ■ ■ mn > n 

REM « G.P ftOUHw; TO CHHNQE PITCH OF N0I3£ tHflM^L TQ M.P 

REM <»tipMII<i l r»tll»»t I lt»ll>tttHHH»t^t I »»H«»t>ip»ttHrik 

N0[S£.P:*t.1:NI nr5.TER-tlV.!ILUE-K.P: Utllim EE T . 5DUNE t RETURN 
REn 

rem ■" — nrrriniiii iiiii m l uim ii ini i iimiHMii 

REM Hk G.P- ROUT I IE TO PUT "VALUE' IF* PBS REQISTffi NUMBER ■ REGISTER" 

REM MAM ■ H«M ■ m***m niMHO ■.**<■>***>■■***•■■ niii ■ .. 



Ml r , SOUND I DEF 5ES-tHf HBIC1Q i n>:E 0 h PEG 3 BTEfl : PQtCf 7.,U«LUE 
CEF 5EG-0i RETURN 
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Figure 1 - Hardware Volume Envelope Shapes and 
value store in Reg t3 



MOVE.W #REGI STER_N UMBER, 
<SP) 

MOVEW #DATAJTO_ WRITE, 
-(SP) 

MOVE.W #2MSP) 
TRAP #14 
ADDQ-L #6,SP 

When writing } 
REGIS l ER^NUMBER has the high 
bit set, when reading 
REGISTERJNUMBERS high bit is 
cleared. In the case of read , 
D AT A_TO_WR ITE must still be 
pushed onto the stack. When reading, 
the value returned is in DO, 

DOSOUND 

This routine is called 'The: Sound 
Processor', and is a very useful routine. 
It requires a buffer containing a list of 
' sound commands' which are processed 
by this routine. Calling mechanism from 
Assembly is: 

MOVE.L #BUFFER,-(SP) 
MOVE.W #32,-(SP) 
TRAP #14 
ADDQ.L#6»SP 



BUFFER 

.BYTE 2,10,3,1,7330,8,15,582,0 

Each byte in the buffer is either a 
command or data. Each command 
requires some data. 

SOO - $0F store a value in PSG 
register. These commands store the next 
value in the PSG register specified by 
the command, for example 
«00 J SFF,301 ,SEE stores SFF in REG 0 
and SEE in REG i. 

S80 stores the next value in a 
temporary register. 

$81 - the first value specifies into 
which register of the PSG the 
temporary register will be stored. The 
second value is a 2*s complement value. 
This value is added to the contents on 
the register specified above. The last 
value is the end value - the addition of 
the second value to the contents of the 
register will continue until the value in 
the register reaches this value, 
S82 - SFF - if the next value - 0 then 
control is returned to the main program, 
otherwise sound processing is halted tor 
the time specified by the next value in 
50ths of a second 

Note: It is important to end buffer 
with a command such as: &82,$00 - 
which will return control to your 
program, otherwise the sound processor 
will continue to process the RAM 
contents, with some odd effects! 
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Table L 
Use of each bit in Hester ? 

fool Control 

Bit 0 - 0 means channel 1 tone on 
1 means channel 1 cone tiff 

Bit 1 - 0 means channel 2 tone on 
1 means channel 2 tone off 

Bit 2-0 means channel 'i tunc or. 
1 means channel 3 tone off 

>3fli$e Control 

Bit 3 - 0 means channel 1 noise on 
I means channel 1 noise off 

Bit 4-0 means channel 2 noise on 
1 means channel 2 noise off 

Bii 5-0 means channel 3 noise on 
1 means channel 3 noise off 



THE ASSEMBLY AND 
C LISTINGS 

Listings 3 and 4 arc the required 
Assembly Language interface between 
Cand Assembly Language. Listing 3 is 
required for HABA C, the C I use, 
which is in some respects a 
'nonstandard* C. Listing 4 is for 
Standard 5 C- the Digital Research C, 
among others. Hither of these listings 
are required to run Listing rj r 

The code is designed to allow it to 
be used in your own programs. First of 
all type in and assemble the code 
specific to your C, then whenever you 
wish to use one of these routines just 
type, as the first line of your program: 

extern short giaccessfXdosoundQ; 

and, at link time make sure you link in 
the listing for your C. 

That's about it for sound, the rest is 
up to you! Listing 5 is for the Assembly 
Language programers among us. The 
amount of code does not justify the end 
result, but in general the speed of 
Assembly Language is more than worth 
the extra effort. 

Listing 6 is in C and shows just 
how fast C can be. Some of the 
functions in this program may be of 
some use in your programs. Try 
changing some of the parameters and try 
adding your own effect routines - it's 
very easy! 

In the next article I'll be taking the 
first of two looks at graphics. Don't miss 
it! 

If you have any questions on the 
article you may write to me^ Golm Cox, 
10, Graigue Court, Poppintree, 
Baliymun, DUBLIN 11, Ireland. Please 
enclose a S.A.E if you want a reply. c 
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M-CACHE 
Microdeal 

£24.95 

Reviewed by 
Mark Hutchinson 



When I read the press adverts 
about this program I must admit that it 
did look promising. A cache is used for 
storing often read sectors, such as the 
directory. Therefore, instead of waiting 
for the directory to be read off the disk, 
it will appear immediately from RAM. 
Unfortunately it will only work with a 
hard drive. 

The utiliiv is divided into two 
parts. The first, MCCONFIGTOS, 
allows you to decide which of the 14 
logical drives to cache. You can divide 
the hard drive into smaller units for 
greater protection of data and faster 
access times (termed partitioning). The 
cache size can be from 1 to 1024 sectors 
of 512 bytes each. The setting is saved 
to M- CACHE .PRC At this point no 
verification takes place, so if the disk is 
write protected, there is no error! I have 
found this to be a common thing with 
Michtron programs. 

M-CACHE.PRG sets up a cache in 
RAM* which can only be reclaimed by 
rebooting. One good point is it will not 
install itself if it would leave less than 
64K. It can be loaded via an AUTO 
folder and, as the last file, it can be 
aborted by a key press before it is 
installed. 

Quote, 'How to use M-CACHE - 
You do nothing I*, unquote. This is why 
it has been split in two. Once you have 
set the parameters of the cache you need 
do nothing else, it will nag, store and 
recall the file from RAM itself. I tried it 
with the manual for STWRITER (90K) 
and a smaller (5K) file. It automatically 
recalled the 90K from RAM, without 
access to the drive, after the 5K file was 
loaded. 

It works well and I found no 
Strange errors, but does it merit the high 
price, and would you want it? If I 
wanted to write an article about 
programming and disk access, this 
would be a great choice for the tutorial 
program. However, £24.95 for this one 
program, two years old (copyright 
Michtron 1985), no thank you. If it had 
been akin to some of the Public Domain 
collections, and two years ago, I would 
have jumped at the chance. • 
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EASITALK ST 

XLent Software 

£29.95 

Reviewed by 
John S Davison 

A communications desk accessory? 
Well, why not? If you use your ST for 
electronic mail or remote database 
searches its nice to be able to have 
instant access to comms facilities while 
using some other GEM based program, 
such as a spreadsheet or word processor. 
Even if you don't use electronic mail as 
iuch ; but fust Linker around with 
bulletin boards Easitalk could be of use 
to you, as it offers lots of facilities at a 
reasonable price. You can quickly lcam 
to use the program as it comes with a 
good quality 46 page instruction 
manual, most of which is written in 
tutorial style. 

It runs in either medium resolution 
colour or high resolution monochrome, 
and offers VT52 terminal emulation for 
text-only bulletin boards and services, 
and also PRESTEL viewdata emulation 
in colour or monochrome. It handles all 
PRESTHL features except flashing 
colours and cursor. In monochrome it 
uses shading to differentiate between 
PRHSTKL colours. 

File transfers can be handled using 
ASCII or the Xmodem protocol. When 
using Xmodem you have a choice of 128 
or 1024 byte blocks and checksum or 
CRC checking. The instruction manual 
contains a list and explanation of 
Xmodem error messages, about the only 
time I've ever seen this. Full marks, 
XLEni! 

A 64K capture buffer may be 
toggled on and off to record incoming 
and outgoing text as required. Amount 
of free space remaining is shown in a 
status display at the bottom of the online 
screen. The buffer can be saved to disk 
and cleared when required. Buffer 
contents can't be viewed di recti v. bin 
only by saving the buffer to disk Lhen 
reloading it again, and using the local' 
duplex setting to route the data to the 
screen. The buffer can't be printed or 
transmitted either. XLEnt should 
rework this part of Easitalk to improve 
the facilities. 

Viewdata frames may be saved to 
disk and reloaded later for reference, A 
frame may also be printed at any time, 
either in text-only form or as a screen 
dump to the printer via the 
ALT-HELP facility. 



Full control over die RS-2 32 
transmission parameters is possible } 
with baud rate settings from 75 to 192(X) 
(including split rates for PRESTEL), 
parity, stop bits, word size, duplex, and 
fkw control. It's possible to define and 
save lists of up to ten services or bulletin 
boards you use, together with their 
phone numbers, user-IDs, passwords, 
and the name of an associated command 
file. This may then be used for 
autodialling, auto-logon, or even to fully 
automate a complete communications 
session, including retry of engaged 
numbers at specified time intervals. 
This means you could let Easitalk 
collect your electronic mail lor you at a 
specified time, perhaps during off peak 
periods when phone and connect lime 
charges are lowest, 

In summary, Easitalk offers very 
good value, having facilities only 
previously available at a much higher 
price. If you need a versatile low cost 
communications program this could be 
the one, • 



LabelMaker 

XLEnt Software 
£19,95 

Reviewed by 
John S Davison 

LabelMaker is a useful desktop 
accessory providing a quick and easy 
method of creating, editing and printing 
labels. It was originally commissioned 
for use by XLEnt themselves for 
producing address labels, as no other 
available software met their needs. Vou 
may think £19.95 is a lot to pay for a 
program to print labels, but much 
thought has gone into this product to 
make it really usable. 

As it's a desktop accessory it's easy 
to call up from within other GEM 
applications (a word processor, for 
instance), This makes it eminently 
suitable for printing one-off labels, or 
even direct printing onto an envelope if 
your printer will allow it. 

Address (or other) labels may be up 
to six lines long, plus two further lines 
for additional non-printed data, 
comments, etc. Labels can be created 
and saved to disk as single items, or 
added to the program's integral 
database. Strangely, you can't delete 
labels from the database, but this may 



be done with a separate text editor or 
word processor. You can have several 
different databases if you wish. The 
advantage of the database is that it has 
useful search facilities, allowing you to 
retrieve one or a series of labels 
matching your search criteria. Also, 
XLEnt claim the database format to be 
compatible with many other word 
processor, database, and mailmerge 
programs, so data could be interchanged 
between them. Format details are 
provided in the instruction manual. 

Included in the package is a printer 
settings desk accessory. This can be 
used independently of LabelMaker and 
lets you send appropriate codes to set up 
your printer to produce a particular 
style of characters. As supplied the 
program allows you to choose character 
pitches from Large, Elite, Small, Tiny, 
and to use Italic, Bold, and Proportional 
options. You can also reset the printer, 
execute a form feed, and toggle 4 skip 
over perforations' and the printer's ( out 
of paper 1 detector. They're selected by 
clicking on buttons in the dialogue box 
displayed when you invoke 
LabelMaker. 

These default settings are designed 
to work with an Epson FX80 printer, 
but a couple of extra tables are included 
for use with other printers. By using a 
separate text editor or word processor 
you can produce your own printer table. 
This means the buttons may be 
customised with whatever names you 
chose, and to produce whatever 
character styles your printer can handle, 

When printing labels you can 
specify horizontal and vertical 
positioning, ensuring each address is 
aligned with your label stationery 
layout. You can also state the number of 
copies of each label required. It handles 
only single strip label sheets, not the 
type with several labels in rows across 
each sheet. 

The program also has optional 
print spooling (using memory 
buffering), allowing label printing to 
continue while you use the computer for 
something else. 

LabelMaker is a very useful 
program, made even more useful by 
being constantly available as a desk 
accessory. It could soon repay its cost in 
time saved. • 
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Tempus 

- the Text Editor 

Eidersoft 

£29,95 



Reviewed by 
Steve Pedler 



Anyone who has programmed his 
or her ST at all will have used some sort 
of text editor to enter the program into 
the computer. Manufacturers of 
computer languages usually fhut not 
always!) provide some sort of editor 
with the language package. Why then 
would any software house expect a 
programmer to pay £30 on top of the 
expensive language software when the 
editor is something you get for free? 

Unfortunately, the quality of 
bundled text editors is not all that high. 
Software manufacturers are 
understandably reluctant to expend time 
and effort on a product which is merely 
to be given away. Tempus, from the 
German software house Creative 
Computer Design is an attempt to 
combine the best of both worlds, but 
you will have to dig deep into your 
pocket for it. Is is worth it? 

Tempus comes on one single sided 
disk plus a comprehensive loose leaf 
manual in a grey ring binder, The 
manual is well printed and very 
thorough and clear in its explanations, 
screen shots are used where appropriate. 
The disk is not copy protected, the 
manufacturers having correctly 
surmised that no-one would buy a text 
editor that could not be copied onto 
other disks. You do have to go through 
an installation procedure the very first 
time you use Tempus, but it is quick 
and easy and it only has to be done the 
once (in fact you can only do it once as 
the installation program is deleted after 
it is run!). 

The editor itself is fully 
GEM-based but has been enormously 
enhanced in that many of the GEM 
routines have been rewritten in 68000 
assembly language which considerably 
increases the speed of operation (GEM 
itself is written in C). On loading the 
program you are presented with a tile 
selector, not the standard GEM file 
selector we know and love(!}, but a 
completely revamped selector with 
many additional features. For example., 
it contains selectable buttons for all 
currently available drives, if you want to 
look at the directory on another drive, 



just click on the button, There are also a 
series of buttons to select all the 
common filename extenders (.C } .DOC, 
.TXT, .S etc} so you don't have to keep 
re-typing the directory line of the 
selector. This is how the GEM file 
selector should have been written! Two 
problems with the standard selector 
have been put right, typing an 
underscore into the directory' line no 
longer crashes the machine, and the 
'action* button (which contains 'OK f on 
the standard selector) now contains the 
name of the operation to be performed 
(Load, Save etc.). You can also pass an 
argument line containing the name of a 
file to be loaded when Tempus is run, if 
you run it from a shell program. The 
authors say that Tempus is compatible 
with currently available shell programs 
although there was apparently a 
problem with early versions of 
Metacomco's Memi+ (later versions are 
OK). I have been using Tempus with 
Menu+ for some weeks now without 
difficulty. 



'one of the finest 
pieces of 
professional 
software' 



File loading and saving has been 
speeded up - simple tests showed that it 
took 7 seconds for Tempus to load a 
35K file., 1 8 seconds for Metacomco's 
ED and 22 seconds for 1st Word. Up to 
four files may be present in memory 
simultaneously and the loaded file is 
displayed in an enhanced GEM 
window. The title line of the window, in 
addition to the file name, contains the 
current line and column numbers that 
the cursor is in and these are updated 
when you move the cursor. This makes 
it very easy to go to any specified line, 
but more of this later. A major 
improvement is found in the window 
arrows and scroll bars. These 
auto-repeat so that all you do is click on 
an arrow or scroll bar and hold the 
button down to scroll through a 
complete document. Scrolling is 
incredibly fast - a complete screen of 
text scrolls smoothly past in under a 
second. 

Tempus contains a full set of 
facilities for moving around the text 
more precisely. You can jump to any 
specified line number, move to top or 



bottom of the text, or to the beginning 
or end of a line - all with equal speed 
and ease. You can also set invisible 
markers in the text and so move 
instantly to and fro between different 
areas of the text - a feature I found to be 
extremely useful. All the usual block 
and search replace facilities are there* 
and are carried out so quickly as to be 
virtually instantaneous. The editor can 
even build a cross-reference list for any 
specified string. Once the list is built, 
clicking with the right mouse button on 
an entry in the list moves the cursor 
instantly to that line in the main text. 

Tempus has many other features, 
too numerous to discuss in detail here, 
but I will just mention briefly that it can 
of course print your text riles, that there 
is an inbuilt programmers 
calculator, that a digital clock is 
displayed at the top of the screen and 
that it can use alternative fonts designed 
with DEGAS. The facilities of Tempus 
are accessed either through drop-down 
menus or via the function keys, and all 
facilities are also available from the 
keyboard using Control-key or 
Alternate-key combinations- If you use 
certain text strings frequently these can 
be assigned to one of the function keys 
used in conjunction with Shift or 
Alternate. These and many other 
customisable features of Tempus can be 
saved to disk as part of an installation 
file loaded whenever Tempus is run. 

I can only think of one missing 
feature - there is no facility to 
automatically change the case of a letter 
or word on which the cursor is resting* 
you have to delete and retype it. It 
would also have been nice to have one or 
two disk utility features present, such as 
disk format and file deletion and 
rename, but this is just nitpicking. 
There is one small but irritating bug- 
you cannot get the apostrophe (') from 
the keyboard! The reason is that the 
inbuilt clock can be toggled on or off 
with the Alt-' combinations but the 
'-key without pressing Alternate has the 
same effect! All is not lost though 
because Tempus can display a character 
table similar to 1st Word, and you can 
get the apostrophe from that. I can live 
with this in order to use this amazing 
program. 

Having run out of superlatives, all I 
can say in conclusion is that if you are at 
all interested in programming the ST 
you will find Tempus very useful 
indeed. Go out and buy what must be 
one of the finest pieces of professional 
software available today. It is worth 
every penny. • 
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"The software not only looks 
good, it also performs well." 

"Both home enthusiasts and 
professionals will find Pro 
Sound appealing. It has 
everything necessary for 
quality sound and effects 
production/ 1 

From a review In Ace 
Magazine, 



New Hi Fi version 2 ONLY £59,95 inc. Hardware 
Price £59.95 

Pro Sound Designer is the heart 
of the ultimate ST sound system. 
The new Hi Fi version 2 lets you 
sample sounds from the real 
world and then record them 
using your ST computer . These 
digitised sounds can then be 
replayed via your ST's speaker or 
Hi Fi system. The Pro Sound 
Designer package is complete 
and includes hardware/software 
end full manual. 
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Programmers Pro Sound 

comes complete with 
routines for using samples in your 
own programs. The sound chip 
editor — a feature not found on 
other samplers — allows you to 
design sound effects easily using 
the STs sound chip. 




ACCESSORIES • NEW • NEW • NEW • ACCESSORIES 







Price El 6.95 

A complete Midi sample ploy back 

Backage for use with Pro Sound 
esigner. Use your ST to play back Pro 
Sound samples as a proper Midi 
instrument. Pro Midi has many 
advanced feoAres including keyboard 
splitting, octave shifting, attack and 
decay control as well as Ihe ability to 
hold up to 10 samples in memory 
simultaneously. Compatibte with most 
Midi keyboards. 

Pro Sound Designer Accessories extend the possibilities even further 
PRO SOUND DESIGNER ACCESSORIES ARE ALSO COMPATIBLE WITH ST REPLAY 



Price £t6.95 

Pro Light Itie light synlhesiser — uses 
the inpul of Pro Sound to control light 
patterns on your ST's screen. Pro light 
iets you control completely the pulsing 
and colour cycling of any Neo or 
Degas picture in Time to an audio 
source as well as giving you sound 
spectrum bar chart and oscilliscope 
displays. Great for parties and just 
good fun! 



Price £16.95 

Using samples of real drums, Pro Drum 
is a complete drum machine which- 
can be used to create complex 
percussion patterns Pro Drum can be 
programmed using fhe keyboard, 
mouse, audio (and sound input) on Midi 
instruments. Playback via Pro Sound 
Designer to your Hi Fi system ensures 
great sou no 

Price £6.95 

Pro Sound Power Cable allows you to 
connect Pro Sauna to your ST's power 
supply saving on expensive batteries. 
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BASE TWO 

Published by Antic Publishing, 
Distributed by Electric Software 
£59.95 

Reviewed by Matthew Jones 



Base Two is, according to the press release, an 'elegantly 
powerful, but easy to use ... database for the Atari ST. 1 It is 
intended to be a powerful database without all the complication 
of a program like Superbase Personal and to this end, it 
succeeds very successfully. 

IN OPERATION - TWOMAKE 

The American version of Base Two, which is the version 
received for review, comes in a standard A 5 ring binder which 
contains a 65 page manual. A disk in the package contains the 
software, which includes a database creator program, 
TWO MAKE, and the database manager program, TWOUSE, 
A shell program, TWO SHELL, allows switching between the 
two programs. 

Before vou can use a database, you must design the layout 
of the input screen using TWOMAKE. This is done in a very 
flexible manner, which is becoming standard amongst GEM 
databases. You are given a blank screen, and can position the 
fields (for definitions of terms see my previous SuperBase 
review) by clicking at the desired position with the mouse. Base 
Two then allows you to give a title of up to tn characters to each 
field. You can then use sizers 1 on the data portion of the field, 
so that it can be up to 99 lines deep, or 73 characters wide (with 
no title), up to a maximum of 3000 characters per held. A field 
can also be used without a data area, i.e. just as a text box for its 
title. 

The data type in the fields can be 'implicit' (assumed 
numeric until a date or text is input), 4 alpha 1 , 'numeric 1 (with 
number of decimal digits setting) and 'date'. A formula can be 
added to the field, which is generated in a very logical fashion. 
A separate window opens for the formula, and you can either 
type directly in, or you can click on a field in the main design 
window to reference a field. Thus you could generate a formula 
for 'total 1 by choosing Set Formula, then clicking on the 4 cost 1 
field, typing **\ then clicking on 'VAT*. Perfectly simple. The 
drawback is that the only operations that are available are 
+ ,-,%•', and S for square root - but these should be adequate 
for most purposes. 

Also configurable are the height, colour and style of the 
characters in either the label or data parts of each field. A point 
of note here is that the standard size character on a 
monochrome screen will be twice the size when a colour 
monitor is used. Standard size on a colour monitor will be small 
on monochrome. To me, this is a drawback, because I 
frequently switch monitors, and so would suffer from this 
problem. I understand why the problem occurs, but it can be 
programmed around - so I consider this a fault 

The maximum number of characters any record can hold is 
3000 characters, the maximum number of fields is 100. Base 
Two keeps all the records in memory at once, so the maximum 
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'simple to use but also 
powerful' 

number of records depends on how much memory you have, 
and how full your records are (Base Two compacts the data 
internally). 

An option that has been carried over from the previous 
version (DB Master One) is the Splat option, which gives 
standard layouts for mailing lists, checkbooks (sic), collections, 
and recipes. I do not consider these very useful, except as a 
learning aid. 

A nice part of the new program is that if vou decide that 
you wish to alter the layout of the record, by adding or deleting 
a new field, or changing a size, is not fatal to the whole hie. The 
data will be rearranged next time you load the file. Another 
good factor is the use of keyboard alternatives to the most 
common menus * something that will make it usable in the long 
term. 

THE DATABASE MANAGER - TWOUSE 

The actual database manager, TWOUSE, takes a record 
definition created by TWOMAKE, and allows you to put data 
in it. Entering data is very simple. You start by clicking in the 
field you want to start at, then type the data in. Text data is 
fully word wrapped (on multiple line fields) and cut, copy and 
paste of blocks are available. Press Return and you move to the 
next held. When you have gone all the way round, the fields 
start to invert to indicate that you have been there before (but 
does not stop you editing further). When you are satisfied, the 
Control-A key (Add) is pressed (or a menu used) to enter it into 
the database, You then start again with the next record. As all 
the data is held in RAM, you should save the data to disk 
frequently to ensure its safety. 

Having added all the record data, you will then want to 
retrieve it according to certain criteria. Base Two allows you to 
retrieve data in two basic forms,, record format (and edit) and 
report format. Find All and Find Some allow you to examine 
the data one record at a time. Find Some allows up to three 
conditions to be set. These are a set with a window based 
dialog. You select a field to test with the mouse, then select the 
condition type - one of 'equals', 'between* and 'contains' - then 
rvpe the appropriate test data. These are not complicated by 
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wildcards or case dependencies, if you want all records between 
'Jones' and 'Smith 5 , you fust type them in and that's what you 
get. Simplicity is gained at the cost of complete: flexibility, but 
again, this is as much as most people need (and it is still quite 
flexible), so it is not a drawback. Once you have made the 
selection, you are shown the first match. The next match is 
displayed after the Control-N key is pressed, and going 
backwards is achieved with the Control-B key (but you cannot 
loop round). 




REPORTS 

Reports arc altogether more flexible. Each Base Two data 
file can have a selection of reports (up to ten) stored with it (to 
save redefining them every time they are needed). Base Two 
reports are all done via one report design sheet. I looked at DB 
Master One at this point, as I remembered it had more options. 
Those options were column, page, record and 'mailing list*; all 
are still possible with the new Base Two report designer 
because it is now totally free format. After selecting Design 
New Report* a small window opens with column and line 
numbers along the top and sides, and you click within it to place 
a field. You can the select the actual field to appear at that point 
by clicking in the main record window. Alternatively you can 
enter text, to provide static comments. Also available are two 
header lines in which the current page number, time and date 
can be placed. A separate Report Options dialog allows setting 
of the record length, paper length and width, margin, printer 
initialisation string, soft field sides, bottoms and page lengths 
fallows Base Two 10 avoid leaving large amounts of white space 
on the page - when an address has only two lines used of seven, 
the next field can start on the fourth line), summary only and 
continuous paper. 

Also selectable is the order in which the records will be 
produced. Up to three sort fields can be specified, with 
selectable subtotals and new page, and the order can be 
ascending or descending. Last, but not least, the search 
parameters are set using the same technique as Find Some, 
When as much of the definition has been specified as desired, 
you select Report Print. You will be asked to name the report 
that you just created (up to 25 characters), and asked to select 
the device to send it to. The report can be sent either to the 



screen (a nice windowed display with small characters), the 
printer, or to disk (suitable for word-processing). 

An extra facility is the DIF (Data Interchange Format) 
output. This is similar to the Report selection, but much more 
limited. This allows you to send data to another database or 
spreadsheet, but does not allow importing, so the flow is one 
way only. 

DB MASTER ONE 

Base Two has grown from DB Master One, the 'bundled 1 
database that came with early STs. The authors have also 
written databases on the iMacintosh and IBM PC, apparently 
very powerful ones. I was interested to compare the two ST 
programs, and amazed by the basic similarity . Only two new 
menu titles have appeared, one for DIF, and one for HELP 
(which used to be at the bottom of the menus anyway}. The 
principles of operation are basically the same, but they have 
been improved all over. Selection dialogs have been tidied up, 

T have come across no bugs while I have been using it (DB 
Master One had many), A new feature is a menu option to set 
the date and time - useful if you do not have the control panel 
resident. 

THE MANUAL 

The manual is very well produced, and while not massive, 
covers the functions of the program well. If you had the original 
DB Master One manual you may remember the rather 
patronising introduction about the Happy Valley School library 
fire, causing the loss of the catalogue. Fortunately this has been 
dropped, and the manual is very much more professional. 
Sections include a tutorial, references for each program, and 
general information about the database. The only criticism I 
have is the lack of an index. 

PROBLEMS 

Base Two is not without problems, but they are minor. 
During my period of use, I kept accidentally creating fields in 
reports just at the right hand edge while going for the slider bar 
and missing. Because they were at the edge of the window they 
were then hard to spot - until they appeared on the reports. 
This is not major, and may just happen to me, but the ease of 
creating new items makes it susceptible to this; sort of thing. 

As mentioned above, the format created is resolution 
dependent, and this could be a problem for some people. A 
minor niggle is that the Escape key does not clear the field you 
are entering, as I would expect a GEM program to do. 

CONCLUSION 

My first impression of Base Two was that it was incredibly 
simple as a database - simple to use and simple in functionality. 
As I have become more familiar, I know this is wrong: it is 
simple to use, but also powerful in functionality. Not as 
powerful as a program like Superbase, but providing everything 
the average uf needs. The only limitation on database size is 
RAM, and this has to be considered. If you are investigating 
databases, but believe that others may be too complicated, 
scrutinise Rase Two. It may we]] be worth it. m 
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This has to be one of the most innovative accessories for 
the ST yet. It's a device for scanning and digitizing images 
without using an expensive video camera. In fact it's not video 
based at all, but works on a similar principle to a fax machine, 
This means IMG Scan can only digitize printed maierial. It's 
capable of handling photographs, drawings, pictures from 
magazines, and similar items. 

To achieve this at such a low price the designers obviously 
had to make compromises. The main one was that they only 
provide the software and optics of the scanner - YOU have to 
provide the: scanning mechanism - This doesn't mean ypU need a 
degree in mechanical engineering, as you may already own the 
necessary equipment without realising it, your printer! 

This isn't as crazy as it sounds, just a product of lateral 
thinking. Consider this for a moment - a dot matrix printeT can 
reproduce acceptable pictures and graphics by building them 
up from rows of dots. What if we could reverse this process and 
cause the print head to become a l read head', and recreate an 
existing printed picture as a pattern of pixels in memory? Well, 
it's now possible - IMG Scan does just that! 

In fact IMG Scan goes one better than thai. It doesn't 
simply read dots from the paper - it actually measures and 
digitizes the image brightness levels it many points along each 
line. This makes it possible to digitize an image containing 
varying continuous tones such as those found in photographs. 

The only requirement is that your printer should be 
capable of handling one-time variable form feeds - no problem 
for most graphics capable dot matrix printers. IMG Scan comes 
pre-configured for use with Epson compatible printers, but you 
can easily reconfigure it for your own printer, My Star SGlO 
worked fine on the Epson setting after some initial 
experimentation with its DIP switches. 

The package includes an ST cartridge and image cable; a 
disk containing scanning and ancillary software; a photocopied 
picture for test scanning; and an inadequate eight page 
instruction booklet (with a small supplementary README file 
on disk). 

THE HARDWARE 

Emerging from the cartridge is the 'image cable' - in reality 
a pair of flexible fibre optic cables each about three feet long. 
These cables are clipped together at their free ends, with the 
two exposed fibres constituting the 'read head'. With the 
cartridge plugged into the ST's cartridge port and the power 
turned on, a dull red light can be seen shining dimly from the 



IMG SCAN 



Ladbroke Computing 
£99.99 



end of one of the cables. Apparently IMG Scan uses infra-red 
light to illuminate the image it's scanning, with the light source 
contained in the cartridge. This is good design, as it provides 
immunity to variation in ambient light levels. 

The other cable 'reads' the light reflected from the image 
and directs it to an infra-red sensor, again located inside the 
cartridge. Other circuitry must then convert this analogue 
signal into digital values and feed them to the software for 
processing and display. 

Before using the system you have to remove the printer 
ribbon and attach the free end of the image cable securely to the 
print head, with the fibres pointing straight at the paper. The 
optimum position can be found with help from the scanning 
program. With white paper in the printer the end of the image 
cable may be moved back and forth until the lowest possible 
reading is obtained on a scale displayed on the monitor. You 
then fix the cable in place. 

The main problem here is that Ladbroke provide no means 
of attaching the cable to the print head, merely suggesting you 
use sticky tape. With a bit of thought I'm sure they could have 
provided something better, perhaps based on Velcro pads? 

You also have to be careful that the cable can't catch on any 
of the internal parts of the printer during scanning. Forget this 
and you could end up with a nasty (and possibly expensive) 
mess on your hands. 



THE SOFTWARE 

The disk contains a number of programs, the main ones 
being those involved in scanning. The scanning program comes 
in two versions, for high and low resolution displays. The 
low-res program handles 16 shades of grey and is more 
advanced than the high- res version, which currently only 
operates in a simple black/white mode, A new release with grey 
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A scanner could cost you up to 
£1000 and although digitisers 
are more reasonable you still 
need a video camera. Is there a 
cheaper alternative? 
John S Davison finds one that 
seems to do the job 



scale support is promised sonn, available free to registered 
users. I used only the low-res version for this review. 

The seamier program is mainly mouse controlled, with 
keyboard input necessary only when you want to change its 
basic operating parameters. It has a menu screen and an image 
display screen, the former containing the system's main controls 
and the latter used for viewing scanned images. 

Before a picture is scanned you have to calibrate the system 
using the scanner program's l Auto Grey Adjust' feature. This 
involves performing a single pass calibration scan across the 
picture's area of greatest contrast to determine the picture's 
distribution of grey tones. 

A full scan may then be done. With the top of the picture 
level with the image cable., a click on the 'scan' box causes the 
menu screen to be replaced by the blank image screen and 
scanning begins. 

The scanning program drives the print head back and forth 
across the picture. On each left-to-right pass the image cable 
digitizes a strip of the picture producing up to 320 data points, 
each set to represent a shade of grey. These are used to plot 
pixels of the appropriate shade on the screen as the scan 
progresses. It's fascinating to watch as the picture slowly grows 
into a recognisable image before your eyes. 

After each pass the paper is advanced, the print head 
returned, and the process repeated. This continues either until 
you interrupt it or a full screen image (200 lines) has been 
generated. 

Printer and screen scan line widths may be varied 
independently, so it's possible to 'squeeze' and 4 stretch' the 
image to some extent during the scan. There are also zoom and 
positioning controls allowing pans of a picture to be picked out 
and displayed on-screen in different sizes. It takes up to about 
6-7 minutes for a complete scan depending on the image size 
required. 

It's possible to interrupt the scan at any point, make the 
picture lighter or darker, and continue scanning where it Left 
off. In fact, this can be done with completed images too. The 
program contains clever facilities for adjusting and recalculating 
the grey scale to produce a contrast range to your liking or to 
bring out the image's finer detail. 

COLOUR IMAGES 

IMG Scan digitizes to 16 grey levels, but the ST hardware 
limits you to displaying only eight of them. This is achieved by 
pairing levels, which results in loss of image detail. To retrieve 
the detail you can use shades other than grey. In fact, you don't 




have to use grey shades at all as it's possible use colours instead, 
By assigning a colour to each of the 16 grey levels via on-screen 
RGB sliders yon can achieve up to 16 different colours. It's not 
the same as a true colour scan, of course, but with care and the 
right subject you can produce pleasing results. The disk 
contains several examples in grey shades and colour, showing 
just how impressive the results can be. 

The completed image may be saved to disk as raw data, or 
in DEGAS or NEO CHROME format. This opens up the 
possibility of further editing and embellishment using those 
programs. It also gives compatibility with many other graphics 
oriented utilities now available - including desktop publishing 
systems. So at last there's a low cost method of getting digitized 
photographs into your publications! 

The disk also contains a utility called AIM, designed to 
improve clarity., extract features and add special effects to 
scanned images according to the RE ADM H file. There were no 
instructions whatsoever for using it, and my attempt to load it 
was greeted with a message saying it needed more than the 
available 512K to run in. Pity, it sounds interesting. 

Other software on the disk includes a utility to convert 
image data into AIM format and back again, and one to convert 
image or AIM hies to POSTSCRIPT format for printing on a 
suitably equipped laser printer. There's also a simple 'picture 
show 1 program for displaying the three sample images 
provided. 

IS IT PRACTICAL? 

Yes, it works - and surprisingly well. It takes practice to 
produce good results* but it's well worth the effort. The basic 
hardware and software does everything Ladbroke claim, and if 
they're true to their word there's even better to follow as the 
software is developed further. 

It's worth noting that all software updates will be available 
iree to registered users, a very enlightened and welcome 
approach by Ladbroke. 

One thing they really must do is produce a decent 
instruction manual - talk about spoiling the ship for a ha'porth 
of tart And a quick and effective method of attaching the image 
cable to the print head is desperately needed too. 

These are minor niggles though and if you need an 
inexpensive method of getting digitized pictures into your ST 
then this is it. _ 
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TERRORPODS 

Psygnosis 

£24*95 

Reviewed by 
John £>a vison jnr 

'It' a been a long tvateh ...as the sun 
disappears over the horizon, the 
uninviting gray bleakness of Colian 
becomes apparent. Following the intense 
heat of the day, the onset of night adds the 
bitterness of sub-zero temperatures to an 
already hostile environment, and the stark 
interior of the D.S.V. appears almost 
homelike. 

Deep melancholy is suddenly smashed 
by the shrill scream of a siren. The 
informaiim display systems have gone 
crazy, an extraordinary array of lights 
flash uncontrollably. Good grief ... What's 
happening? 

Your whole being freezes ...It can't 
be! The Terrorpods ... 1 

So starts the latest release from 
Psygnosis., originally announced at the 
same Lime as che brilliant 'Barbarian 1 
which convinced me that Psygnosis 
finally had it sussed. Docs Terrorpods 
come up to expectations? 

The packaging, as always with 
Psygnosis games is absolutely superb. 
The gJossy box contains the two 
program disks, a punier (yet another 
piece of Roger Dean artwork) and an 
instruction sheet. The scenario of 
Terrorpods is not as complicated as that 
of ^Barbarian*, so this time we are not 
treated to a novella. Instead you have to 
make do with the rather difficult to 
handle instruction sheet. Why is it 
difficult to handle? Well for a start it's 
rather vague and incomprehensible in 
some areas. Secondly it T s enormous , 
measuring two feet by one foot when 
fully opened out, This tends to get in 
the way a bit if you have suddenly 
forgotten how to do something at a vital 
moment! 

On loading the game you are 
presented with an animated title 
sequence involving a little guy leaping 
out of some sort of vehicle arid into the 
cockpit of a Terrorpod which is leaning 
over. The cockpit of the Terrorpod then 
closes and the huge mechanical beast 
straightens up to his full height. A loud 
thunderbolt (sampled sound) causes the 
screen to go white and then fade ouL 
revealing a second title screen showing 
the picture from the box cover. This 




screen is not as impressive as it s 
counterpart in 'Barbarian', but it's still a 
good picture. This screen soon fades out 
returning you to the animated sequence 
as you are prompted to insert disk B. 
Very slick and impressive ... what will 
disk B bring? 

When the game finally loads you 
are asked to select your nationality. Why 
you have the choice between American 
and English as well as the other 
languages I don't know. What's the 
difference? The game screen is 
surrounded by instrument panels in 
-hades of red and orange. The various 
instruments show the amounts of fuel 
and various minerals required for 
functions such as shields and weapons 
systems. The majority of the screen is 
taken up by your outside view of the 
planet Colian. This view consists mainly 
of a gradually shaded grey groundj and 
some excellently drawn grey mountains 
tin the horizon. Dotted around on the 
ground are various mining installations 
and depots which you will have to visit 
on trading missions later on in the game, 
In the sky looms the large Terrorpod 
space craft, which is also drawn in 
various shades of red. 

Movement around the planet inside 
your D.S.V, is best controlled w r ith the 
joystick j and weapons are fired using the 
mouse. The keyboard is used for 
selecting various functions such as 
communications j trading and the 
different types of weapons (either 
photons or missiles). The game contains 
some amazing sound effects, especially 
connected with these weapons. When a 
photon is fired there is an excellent 



sampled sound followed by a loud 
sampled explosion. All of the sound 
effects are digitized samples in fact and 
they add greatly to the game. 

So far it would seem that 
Terrorpods is, after all, merely a 
demon stration of Psygnosis* ability in 
the graphics and sound department. 
Indeed they are excellent, but it seems 
to me that the actual game has been 
given second priority, and not as much 
Lhought has gone into it as the cosmetic 
features. Terrorpods, however 
impressive it may look and sound, is 
merely an elaborate shoot 'em up game. 

Reading through the instructions 
and the blurb that comes with the game, 
Terrorpods sounds like it ought to be a 
really complex, imaginative and 
interesting game, however after playing 
it for quite a while, I couldn't help 
feeling that the game is very 'thin' in it's 
content. It always seems that there 
should be more to it, but there isn't. 
Your main aim would appear to be to 
destroy as many Terrorpods as possible 
using the missiles, and if you run out of 
resources you have to send your little 
'drover* out to trade with one of the 
various installations. That however, 
would appear to be all there is to it, This 
is a shame really, because the graphics 
and sound are superb,, and the theme of 
the game sounded very good. It just 
seems that the game is a mediocre 
implementation of the plot. 
Don't get me wrong, Terrorpods is nor 
a bad game, but I feel that it could have 
been better than it is. * 
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MISSION 
ELEVATOR 

Eurogold/ Star line 
Distributed by 
Ariolasoft 

£19.99 

Reviewed by 
John Davison jnr 



Foreign secret agents have hidden a 
time bomb in a big hotel. The bomb is 
hidden somewhere on the sixty second 
floor, h is your job, playing die part of 
agent Trevor s to enter the building on 
the ground floor and work your way up, 
collecting clues and hints to crack the 
code. 

I have a feeling that this is similar 
to the arcade game * Elevator Action' , 
which was popular in America but 
rarely seen in this country'. The game is, 
however, very playable and quite 
addictive. The screen layout is similar to 
most platform games, with various 
floors above you with enemy agents 
roaming about dressed in long black 
raincoat and their wide brimmed hats. 
Between the floors are elevators., which 
must be used to reach higher floors, On 
each floor of the hotel there are various 




doors which can be opened with the key 
from reception, and other things, such as 
clocks, tables, plants or statues. 

The various doors each have 
someone behind them, be it an enemy 
agent or a punk rocker! Appropriate 
digitized sounds accompany some 
people as they appear at the door way , 
for example* when the Nun answers the 
door, she is accompanied by a church 
organ! Behind one of the doors you 
should find the porter who will give you 
the emergency door key. The hotel is 
split into eight levels each containing 
eight floors, and to move onto the 
following level you must go through the 
emergency door, using the key obtained 
from the porter. 

The whole game appears quite 
simple at firsts hut if you set out to 
retrieve all of the hints and tips it can 
become quite complex. Having a 



notebook handy might be necessary as 
you get more involved with it. You can 
obtain hints from various places 
throughout the game. My favourite is in 
the bar, where if you buy the correct 
drink from the barkeeper, he will give 
you part of the secret code, however you 
become drunk and the game's controls 
are reversed. If you try to do any more 
than move, you are informed that "you 
are shrill drunk"[ 

My only dislike of the game is the 
'computer printout 1 which slowly comes 
up on the screen informing you that you 
have failed. It then clears the screen and 
prints another message. This becomes 
very tedious after a few times, and there 
is no way of skipping the section. If you 
get to a point where you have suddenly 
worked out how to do something and 
you are then killed off before being able 
to do so, you normally want to go 
straight back to the game. You probably 
won't want to hang around for some 
silly cosmetic feature to repeat itself yet 
again. 

Other than this minor quibble there 
is nothing else I can say against the 
game. The graphics are fairly good } and 
the sound effects are equally pleasing. 
Overall I think that Mission Elevator is 
a game where the programmers have 
taken a little more care - and it shows! 



BACKLASH 

Novagen 
£19*95 

Previewed by 
John Davison jnr 



At the FCW show, Novagen 
software announced two titles - 
Damocles, the much awaited sequel to 
Mercenary, and an ST only game 
entitled 'Backlash*. At the show, 
Backlash attracted a lot of attention with 
its superb graphics and immense speed. 
Although the game is not out at the time 
of writing, preview copies were available 
for review, I doubt very much if this 
version includes all of the features of the 
final version, but I would imagine that it 
is pretty close. 

Backlash has been described by 
some as the sequel to Encounter, the 
Battlezone type game which Novagen 
released on the eight bit computers 
many years ago. However, although the 
screen layout and controlling methods 



are the same, Backlash is most definitely 
much more of a 'blaster' than its 
predecessor. The screen consists of light 
grey ground and blue sky. On the 
ground at regular intervals there are 
small round grey shadows which help to 
give the impression of movement when 
there is nothing else on the screen. In 



'a smash hit 5 



the centre of the screen there is a 'heads 
up display' which is both your aim sight 
and a form of radar. The various aliens 
come in all shapes and sizes and each is 
very well drawn and extremely smoothly 
and quickly animated. The fireballs 
which are fired by both you and your 
adversaries all cast shadows as do the 
enemy craft. Upon destroying anything 
it explodes into many spinning pieces 
which fly outwards at great speed. Each 
of these piece- casr a shadow as well! As 
you can imagine, the screen does get 



rather full at times! ! 3 However the action 
is not slowed at all by the immense 
number of animated objects. 

Unlike most games Backlash d{>es 
not have any form of real plot. The 
game description merely states: I, This 
is a fast action arcade game. 2. Objective 
is high score. 3. Radar Sights head up 
display shows enemy locations. 4. 
Action is continuous with increasing 
difficulty. 5. Five lives to start. Extra life 
awarded for every LO, 000 points. 

Overall Backlash looks very 
impressive, however I think that it is a 
little boring to play at the moment. This 
is because you do not really have 
anything to strive for, such as higher 
levels, only a larger score. It could also 
do with a little more variety, such as 
bigger space craft to chase after, or a 
*warp' section as in the original 
Encounter. However, I hear that the 
finished game will be 450k squeezed 
onto a single sided disk! So, I imagine 
we can expect many more features in the 
final version. When the game is 
eventually released, I have no doubts 
thai it will become a smash hit. » 
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DEATHSTRIKE 

Talent 
£14.95 

Reviewed by 
John Davison jnr 

It had to happen eventually didn't 
it? A version of 'Scramble 1 was bound to 
turn up at some time. Deathstrike is 
Talent software's first attempt at an 
arcade style game on the ST* and let's 
hope that any others they plan on doing 
are better than this] 

The game loads with a fairly 
mediocre picture and some extremely 
boring music, which is on a par with the 
music on early Paradox," Eidersoft 
games such as Warzone (i.e. awful}. You 
arc then given the opportunity to turn 
off the music (which I would imagine 
you will find an essential thing to do, as 
it drove me crackers after a while!) or to 
turn off the sound effects, or both. You 
then press the joystick button to begin 
the game, 

The scrolling is one point about 
Deathstrike which I like, it is smooth, 
and the area of screen which scrolls is 
quite large, unlike many games which I 
could mention. The graphics of the 
mountains are flat and uninteresting 
being in only one or two colours which 
gives the screen a very dull look. The 
various things on the ground such as 
fuel dumps and missiles are fairly boring 
and colourless, and are not that well 
drawn, The sprites arc smoothly 
animated, and your space ship is 
reasonably detailed, being a grey craft 
with a large rocket engine at the rear. 

Deathstrike has no new ideas at all, 
it is merely a straight conversion of 
Scramble, involving just bombing 
things on the ground, shooting missiles 
and destroying fuel installations when 
fuel is required. So overall* all I can say 
is if you like Scramble then you might 
like this, but personally I think that the 
game is uninspired and boring. It is yet 
another game which does not stretch the 
ST at all. The programmers have 
obviously not tried to take advantage of 
the ST + s superior graphics. Unless you 
feel you desperately need a Scramble 
clone (which I would imagine is highly 
unlikely) 1 am afraid that this is yet 
another game I cannot recommend. + 



AIRBALL 

CONSTRUCTION 

KIT 

Mierodeal 

£19*95 

Reviewed by 
John Davison fnr 

After the enormous success of the 
original game, author Eddie Scio and 
graphic artist Pete Lyon have got 
together to produce an extremely 
comprehensive game creator, enabling 
you to create your own customized 
versions of the classic game. ■ 

Inside the fairly large box you will 
find a short but helpful manual and the 
single Airball Construction Kit disk. 
Included on the disk are two programs, 
the game designer, and a customized 
version of the original Airball game. 

The designer program is GEM 
based with several pull down menus at 
the top of the screen with options to edit 
objects and various other details. You 
can also examine rooms which have 
already been created. The whole thing 
seems rather daunting at first however, 
once you have got the hang of the many- 
functions and options, the program is 
quite simple to use and you will soon be 



SKULLDIGGERY 

Nexus 
£19,95 

Reviewed by 
John Davison jnr 

SkullDiggery is basically a version 
of the old classic 'BoulderdasrV and it 
isn't exactly the greatest game ever to be 
released for the ST. In SkullDiggery 
you take the part of a 'bouncy cave mite 1 
who has an appetite for treasure. You 
must run around the one hundred caves 
eating the treasure and avoiding the 
tumbling skulls, the crazy ghosts and 
the vicious bats. 

The graphics are not very good at 
all. For a start they are medium 
resolution, giving only four colours and 
the gain in resolution does not make up 
for the lack of colour because 
Skulldiggery looks more like a Spectrum 
game than an ST game! The graphics 
are boring and dull, and the scrolling is 



knocking out versions of Airball in no 
time] 

The graphics, as in the original 
game, are very impressive and once you 
have filled a room with objects the 
screens begin to look really quite 
professional, The editor is very 
comprehensive and powerful, not only 
using the pull down menus, but also 
several keyboard commands to scroll 
through the hundreds of different 
objects at your disposal. All of the 
details of the original game are available 
to you, including the different si a Lues, 
the skeletons, coffins, snakes, candles, 
trees and many others. They're all there, 
and only a few keystrokes away. 

The manual suggests customizing 
the game which comes on the disk 
before progressing with any ambitious 
projects of your own. Having changed 
this version, you can place the vital 
objects anywhere you like in order to 
make the game as difficult or as easy as 
you please. 

Overall I think that the Airball 
Construction Kit is absolutely superb, 
and it is great value for money at a price 
of £19.95. If you liked the original 
game, and you are feeling creative, then 
I would imagine that you will 
thoroughly enjoy using this excellent 
piece of software . It is definitely one of 
the better releases to be made available 
for the ST in recent months, » 



the worst I have ever seen. It is worse, 
in fact than the scrolling on Gauntlet 
(and that was awful). The sound is 
NOT brilliant during the actual playing 
of the game, however, when you finish a 
level and pass through the door to the 
next level there is a sampled effect of a 
large di>or creaking open. On the high 
score table there is also a sampled 
sound. I think it's supposed to be a 
short burst of an electric guitar, but 
again it is not very good, and it appears 
to have been put in as an afterthought. 

Other annoying little features 1 
include the protection which causes the 
disk drive to spin continuously and 
becomes very irritating. The only saving 
grace of the game would appear to be 
the simultaneous two player option 
where both players race around either 
helping or hindering each other getting 
the treasure. This does not make up , 
however* for the poor quality of the 
game. For what it is I think that 
'SkullDiggery 1 is horrcndously 
overpriced and I would steer clear of it. # 
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Cheques I'O's Access number to*- 

SUNARO SOFTWARE(P6) 
P.O. BOX ?8, MACCLESFIELD, CHESHIRE, SK10 3PF 
TELEPHONE (062S) 2522S MKiKOLINK MAGS AO 23 



ABACUS BOOKS FOR THE ATARI ST 



Aim 5T InwmAJj. £14.9 S 

Tncfc* ATip» ,£14.95 

MIDI ProflTinunuiE ... . £14.95 

Mm: (ur.e LaijuifE £ 14.95 

ST Disk Drivei £14.95 

JDQnpiLici £[6.95 



Premvlmx the AUri 5T £12 95 

Fint Aum ST Book i4.M 

GEM Ketcimax Chudc £1495 
BASIC TrEirmuj Guide .£HW 

PwLs ft I'-jibi £1295 

fSriphia ftSound £14.95 



BASIC toC £14.93 

LOOQ Ufcfi Guidi, ....£14 95 
AOri ST for Bef unren . CJ 2 95 
Criphic ApplicJticiTU .... £12 H 



ABACUS SOFTWARE PRODUCTS 



Tiitpo £39 95 

DaiATfieve £3*.95 

Pwwqrplui £M 95 



Forth MT £49.95 

PCB Drsipier £]£S.I» 

fiintpro. , £49.95 



Aiionpro £4995 

Onrrpik £39.95 



FREF DS/DD WSC W]TH EVERY ORDER OVER 00 
Prices arc jncluaivc rjf PJtP in UK. Overseas odd £.1 per book, software posi free 
{surface mauLj, Airmail add £| per LKftl Software and 3&% for boots. 

DEALER ENQUIRIES welcome on ABACUS products. 
Send 5 A.E. for descriptive caialuffuc of Atari ST books and software. 

ADAMSOFT 

IS Norwich Avenue, Rochdale* Lanes. OLll 5JZ 
Access card orders accepted by telephone. 07 06 -5 24 30 4 



MOSLEMS WYtK] TOMB ATM ¥ 
FOR FAST. RELIABLE AND PROFESSIONAL 
REPAIRS AT CQMPFTTTIVF PRIHFS 

P M ENGINEERING 



UNIT C. NEW ROAD, ST. IVES. 
CAMBRIDGESHIRE. PE17-4BG 




ShACI^SOFT 

A MAIL ORDER SERVICE 

FOR CUSTOMERS WHO 
KNOW WHAT THEY WANT 



/|V ATARI ST 



ATARI 520 STM inc. mouse 

ATARI 620 STM , mouse.O.S rr.eg drive 

ATARI 520 STM mouse P drive+ Monitor 

ATARI 520 STM mouse, 0.5 meg drive 

and Phillips CMSS33 colour monitor 

ATARI 620 STFM 

ATARI 520 STFM + Mono Monitor 

ATARI 520 STFM + Phillips 8833 colour 

ATARI 1040 KEYBOARD 

ATARI 1 040 + Mono Monitor 

ATARI 1 040 + Phillips 8833 colour 

ATARI MEGA 2 

ATARI MEGA 2+ Mono Monitor 

ATARI MEGA 4 

ATARI MEGA 4 +Mono Monitor 

ATARI SLM 804+ LASER 

ATARI SH20S HARD DISC 

PRINTERS 

ATARI SM804 
PANASONIC KXF10-B1 
MP 165 

NEC PS 24 PIN 
CITIZEN 120D 



199.00 
279.00 
379,00 

525.00 
279,00 
379.00 
52S.O0 
459,00 
559.00 
899,00 
349*00 
949,00 
1099,00 
1 199.00 
1 149.00 
549.00 



149,00 
179.00 
220,00 
499,00 
169.00 



OTHERS AVAILABLE PLEASE PHCNE 

15% OFF ALL SOFTWARE 



eg: STARGLIDER 
FAST COM 
FIRST WORD+ 
SUPERBASE 
ACCOUNTANT-^ 



RRP 
24.95 
49.95 
79.95 
99.95 

228.85 



OUR PRICE 
21.70 
43.43 
69.52 
66.91 
199.00 



ACCESSORIES 

MONITOR MASTER 

Monitor switch box. No more unpLufigina cables when 
changing from mono to colour monitor, 3 5, 0 0 

COVERS 

For keyboards & monitors PERSPEX 7.95 

PVC 3.95 
UNISTAND PRINTER STANDS 

Manufactured In perspex. With room for the paper 
underneath t 1.95 



ALL PRICES INCLUDE VAT 
Postage & packing hardware 5.00 
software & accessories 2,00 



ACCESS 



VISA 



S-HACKSCFT 

UNIT 9, ASCOT COURT, 
WHITE HORSE BUSINESS PARK, 
TROWBRIDGE, WILTS. Tel:C??14 3302 
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SUPERTEC LTD -computer solutions! 



Atari computer systems o^ailble from slock - ALL MODELS - tall lor 
details. 

520 STFM 1040 STF . MEGA ST2 & ST4 
HARD DRIVES - MONITORS PR IN T t 
ATARI- PC's 

ATARI SLM 804 LASER PRINTERS 



We ha*e a wide range ol software lor the Alcri 5T range, this includes: 

GAMES - APPLICATIONS - GRAPHICS 
PLEASE CALL AND ASK 

SUPERTEC IS A GENUINE ATARI DEALER, NOT JUST A POSTAL 
ADDRESS WE SUPPORT OUR CUSTOMERS WITH QUALITY SER- 
VICE AND BACKUP »h REQUIRE IHJON'T COMPARE US WITH 
'BOX MOVERS IF YOU KNOW WHAT YOU WANT. WE WILL 
SUPPLY ON MAIL OR TELEPHONE ORDERS. 



SUPERTEC LTD 

CORNWALLIS HOUSE 

HOWARD CHASE 

BASILDON 

ESSEX 

SSI 4 36B 



TEL [0268] 282308 

OPEN <? TO 5 PM MONDAY TO FRIDAY 
PERSONAL CALLERS WELCOME - WE HAVE 
SVSTEMS ON DEMO FOR YOU TO TRY 




ATARI ST based DESK TOP 
PUBLISHING systems from Mirror- 
s&H [FLEET STREET PUBLISHER) 
- TIME WORKS DTP - Soft Lagilc 
[PUBLISHING PARTNER]- 




□ont be a DINOSAUR - move to the best and easiest 
micro's to use. You can easily pay three times [or more) 
as much, for the so called 'INDUSTRY STANDARD' 
computers and still not get a system os good. 
THIS AD WAS PRODUCED ON AN ATARI LASER !- 



PRINTERS - FLUTTERS - MODEMS - DISC ORIVES - HARD DRIVES 
- CABLES - MOMITORS and SOFTWARE! 

W& car supply items from the following manufacturers: 
Pansonk - Micro Periphetols - Epson - Brother - Philips - Mannesmann 
Tally - Roland • Tondon - Miniscribe - Star Micro nics - Amstrad - Akhler 
■ Miracle Technology - Cumana Eider soli - and many more. 

JUST CALL AND ASK] 

********** * ********** 

COME FOR A CHAT ABOUT YOUR NEEDS, 
YOU WONT BE GIVEN THE HARD SELL, BUT 
WE WILL TRY TO HELP. 



VISA 



ACCESS 




VIDEO DIGITIZERS 

FOR THE ATARI ST 

£99.95 - vat or £199.95 cncvat 

{REALTIZHRj (PRO B7) 

Digitize in low, medium or high 
resolution, Save pictures in Degas, 
Neochrome, Doodle, Art Director or 
Bit Image format. 

Zoom, clip, resize and rotate images. 
Digitize in colour (with filters) or add 
your own colours. 



^^s-s^s^^^^&^BSi^fSPt'^ h ? ^p-- ■• ■■ ■ i teas©**., 
Contact your local dealer. MjSjMfj 1 
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BUBBLE GHOST 

ERE Informatique 

£19.95 

Reviewed by 
John Davison jnr 

A small ghost in an old castle floats 
from room to room atop his soul) which 
is as light and fragile as a soap-bubble. 
If nothing can block the path of the 
ghost, the same cannot be said of the 
bubble., which bursts all too easily! 

This is another game from the 
French company ERE Informatique. 
From loading up this game, you can tell 
that it is something a little different to 
anything else available for the ST at Lhe 
moment. It could be described as an 
arcade adventure, but it is something 
more than that. You play the part of the 
ghost, who has the task of moving the 
bubble around the many rooms of the 
castle. 

The game loads with a fairly 
impressive picture, and a digitized voice 
welcomes you to Hubble Ghost. The 
game begins with you floating in a fairly 
empty room, with the soap bubble 
hovering in front of you. In the far wall 




is a door way i through which the bubble 
must be blown. Moving the mouse 
about moves your ghost around fairly 
quickly, and pushing one of the shi ft 
keys on the keyboard causes him to 
purse his lips and blow. If you are 
behind the bubble, this will cause it to 
drift off in the direction you blew it. 
Your ghost can be rotated left or right 
using the mouse buttons, because in 
later rooms you will have to negotiate 
some quite difficult obstacles such as 
green heads and large spikes! Normally 
the ghost is facing the left hand side of 
the screen so rotation is necessary. To 
blow the bubble towards the right hand 
side of the screen, you must turn your 
little ghost totally upside down! There 



are lots of nice features in Bubble 
Ghost, my favourite being the way the 
ghost goes red when he's been blowing 
too ]on£. This :ill >eerns a bit 'cute 5 but 
it is nice to see that the author has put a 
little thought into the game. 

The graphics in the game start off 
looking a bit bland, however they 
improve from screen to screen. Shading 
is used to a good effect, and all of the 
screens are bright and colourful. The 
sound effects are also fairly good. The 
sound of your blowing is very lifelike 
but I do not care much for some of the 
'droning' background sound effects 
which become a little irritating after a 
while* 

This game came out of the blue 
with none of the usual pre-release 
advertising and so I didn't really know 
what to expect, However } I now think 
that it's an excellent game and my 
opinion of Ere Informatique has been 
given quite a boost because of it. 

Bubble Ghost is a refreshing 
change from a lot of the run of the mill 
arcade adventures which arc being 
released by the dozen for the ST at the 
moment. It would appear that a lot of 
thought and care has gone into the 
creation of this game. I highly 
recommend it. 



SPACEPORT 
Relitie 

Distributed by 
Ariolasoft 

£19.99 

Reviewed by 
John Davison jnr 

Yet another of those games that had 
to turn up eventually. This time it + s a 
version of the old classic Tort 
Apocalypse 5 which was released on 
various eight bit formats years and years 
ago. 

For those of you who aren*t quite 
sure what Vm on about 3 the basic plot of 
Spaceport is to fly your space chopper 
down underground and rescue the 
trapped engineering staff. Your space 
chopper is armed with 'Diverse optics 
type 2 medium lasers' and a 
'Benz -Yamaha Plasma mine generator' 
to help you overcome the various nasties 
floating about. In the caverns you will 
find all sons of obstacles which must be 
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navigated in order to reach your 
objective. 

To be quite honest, I did not like 
Spaceport at all. The game screen is 
much too smaLU being only a relatively 
tiny square in the centre of the screen 
into which the mediocre graphics and 
sprites go. The scrolling is pretty feeble 
and the rotor blades on your chopper 
don't even look as if they're going 
round! As you move around the 
underground chambers the graphics of 
the various nasties, rocks and vegetation 
do not improve at all, and the little men 
running around on the landing pads arc 



only several pixels high and look like 
little matehstick men complete with 
bright red heads! The sound effects are 
few and pathetic and the tune on the 
title screen starts off seeming as though 
it could be quite good, but once it gets 
going it's awful. 

When the game is running, anyone 
who didn't know better would probably 
be very surprised to find the game was 
running on an ST. This is the sort of 
thing which puts people off the ST. 
There are far too many games coming 
out which are of an unacceptably low 
standard. The ST would appear to be 
the "in* machine with software 
companies, with them all scrambling to 
release somethhig. In this mad dash to 
produce a product, the quality seems to 
be forgotten and games are released 
which do the ST no justice whatsoever. 
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Perfect Match 
JViicrodeal 

£19.95 

Reviewed by 
John S Davison 

There aren't 100 many educational 
programs around for ilie ST so it's good 
to sec this one from MicrodcaL Perfect 
Match is a computerised version of 
L l J e]manism T , combining memory 
training and knowledge testing in one 
enjoyable game. 

The disk contains 10 sets of 24 
questions and answers in different 
subject categories, such as science, 
geography , sport, etc. Three of them 
cover biblical subjects, which could put 
some people off. At the start of a game 
you can elect to use a single category or 
take items chosen randomly from them 
all. 

The computer ihen chooses 1 2 
question answer pairs tns]n i-lio selected 
category. A question and its matching 
answer are on separate cards, giving 24 
cards in all. The computer shuffles these 
and deals them face down on the screen. 
You then have to find and match the 
question cards with their corresponding 
answer cards - and it's not as easy as it 
sounds! 

One or two players can take pan, 
each taking turns ai finding matching 
pairs by selecting cards with the mouse. 
Selected cards flip over and [heir text 
shoots out into windows on the left of 
the screen. This reveals a question and 
an answer, or two questions, or tw r o 
answers depending on how skillful (or 
lucky I) you've been. You have to say 
whether the pair match or not, i.e. if it's 
a question with its CORRECT answer. 
It's possible for a question to be 
displayed with an incorrect answer* so 
you have to be careful. This 
juxtaposition sometimes produces 
amusing results, adding a touch of 
humour to the game. 

Points ore scored depending on 
your answer to the match/no- match 
question, with 100, 10 or minus 10 
awarded according to how well you do. 
After answering, the text zooms back 
onto the cards and they're flipped face 
down again with correctly matched pairs 
blanked out. The program has a couple 
of Help features to make things easier, 
and a points penalty can be levied on 
players using these, if required. 

The game is visually pleasing, with 
neat animation effects as the cards are 



dealt and turned over, Sound is 
adequate, being limited to card 
shuffling, dealing and nipping noises, a 
short fanfare when you correctly 
identify a pair and odd bleeps and 
blurps when you don't. 

When tired of the supplied 
categories you can make your own using 
the supplied cardmaker program. This 
makes it of general educational interest 
as you can set questions on any subject 
at the appropriate level of difficulty. It's 
a pity you can't use fewer than 24 cards 
or use simple graphical shapes on them, 
as this would make die program suitable 
for young children too. 

Overall, I liked Perfect Match. 
Whether used for educational purposes 
or just something different from the 
usual shoot -em-ups I think you 1 ]] enjoy 
it too, • 




King's Quest III - 
To Heir is Human 

Sierra 

£24.99 

Reviewed by 
John Sweeney 

Sierra have been making 
adventures for a long time - they 
produced such classics as 'Ulysses and 
the ( iolden Fleece 1 and the 'Wizard and 
the Princess* back in the early days of 
adventures. Since then they, like 
Infocom and others, have devoted a lot 
of effort to improving their games, 
taking advantage of more powerful 
machines, and making the games better 
and better. They have, however, 
enhanced their games in a different way 
to most companies. While the rest of the 
world devotes itself to producing bigger 
and better parsers, Sierra have been 
happy to stick with their primitive, but 
quite adequate, parser. What Sierra 
have done instead is concentrate on 
producing true GRAPHICS adventures 
or, as they like to call them, 3-D 
Animated Adventure Games, 

Sierra take full advantage of the 
ST's capabilities to produce excellent 
pictures of the locations AND you have 
to move your character around the 
screen to interact with them. Ii you 



want to GET DUSTER from the top of 
the safe you have to walk across to the 
safe, if you want to walk down the path 
from the castle you have to manoeuvre 
your character, Gwydion, along the 
narrow trail, arcade- style, going in front 
of and behind various boulders some of 
which obscure your view of the route! 
They have also implemented numerous 
animated sequences in response to your 
commands. So, if you type LOOK 
UNDER BED in your bedroom then 
Gwydion gets down on hands and knees 
and looks under the bed I If you walk 
past a mirror your reflection can be seen 
doing likewise. If the wizard catches you 
shirking your duties he may punish you 
by making you do exercises: Gwydion 
does the exercises on screen for you] 

The graphics are used to provide 
many of the problems in the game as 
well. One screen, for example, is a cliff 
face honeycombed with caves - you 
have to steer Gwydion carefully up and 
down the faces and through the caves. 

[ .ot's of people compare companies 
like Magnetic Scrolls and Infocom, and 
talk about Graphics Adventures and 
Text Adventures, They are wrong. 
Those are all Text Adventures, either 
with or without pictures. This is a 
TRUE Graphics Adventure. 

The first part of the game consists 
of exploring the Wizard's house and the 
land around it, finding various spell 
ingredients, avoiding all the deadly 
inhabitants,and mixing all the spells 
without the W izard finding out what 
you are doing. Both the ingredients and 
the formulae for the spells are 
dtHrumented in the instruction manual 
in exquisite detail - "add two drops of 
toad spittle"! Once you have all the 
spells you must destroy the Wizard and 
find a ship to take you back to Daventry, 
the location of King's Quest (I), 
Unfortunately the land has fallen into 
disrepair under the rule of a terrible 
dragon which has captured the Princess 
- you'll never guess what your next job 
is! 

The game is not always completely 
logical and 1 found some of the scaling 
slightly misleading - some of the 
furniture should be shown as rather 
shorter, and the eagle should be drawn a 
lot bigger. The box says "The most fun 
you'll ever have playing Adventure 
Games 1 \ They're right! The King's 
Quest series may not be as deep or as 
complex as some of the other offerings 
on the market, but they are definitely 
fun. And without doubt King's Quest 
III is the best yet. 

Highly recommended! # 
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The leading North West 
ATARI Specialist ATARI Dealer 




ADBROKE 
OMPUTING 

INTERNATiONA L 



33 p Ormskirk Road 
Preston, Lane* PR1 SOP 
Teh (0772)21474(1 lln«) 
{0772} 2031 66 (S lines) 
Bul board (0772) 27236 
C pm to fiam 



A 

ATARI 



This Company has given years of full support to ATARI users Countrywide from their retail shop 
premises at Ormskirk Road, Preston. Now from their NEW Mail Order Depot they can offer the same 
Excellent service to all Mail Order Customers. 

AH Software and Hardware is fully tested prior to selling. This ensures Customers receive working items 
so that returned goods, and all the attendant frustration are a thing of the past. AH Hardware is 
supported by our own 'ON SITE' engineers, therefore quick turn round on all repairs is Guaranteed. 
All prices quoted are fully VAT inc. and there are no 'hidden extras', what you see is what you get. 
Prices include delivery. Phone for latest Prices/ Releases. 



52 GST M Package*, 



PHONE 




1Q40STF+Mouse 

+Softwf. 

1G4GSTF+MoiJse 

+Hi Res Mon 
+Softwr, „,..,„ 

1G4QSTF+Mouse 

+Colour Mon 
+Softwr,,, 



£480,00 



£580.00 



.£780.00 



IMeg Upgrades are available for the 
520STM t These are our own design 
and are very simple to fit. 
Using the same board, all ST's can be 
Upgraded to 2mg or 4 rug. So no need 
to sell your 520 just Upgrade to a 
Mega ST using our board. 

1Meg Upgrade (STFML... £70 00 

1Meg Upgrade (All ST '*)+ Board £1 50.00 

Upgrade Boards. £120.00 

2.5Meg Upgrade +Board PHONE 

4 Meg Upgrade + Board ...PHONE 

If any of the above Upgrades are 
purchased with Hardware then deduct 
£5 from total. 



All Hard Disks come with Utilities to 
cure the 40 Folder problem + Backup 
Utilities, Fast Read Write etc, 



PRINTERS 

Dot Matrix 

Star NL10 £240.00 

NL10 Sheetfeeder £55.00 

National Panasonic... PHONE 

MP165 PHONE 

MP135, .....PHONE 

LX86 Tractor Feed £19 00 

LX86 Sheetfeeder... , £55 00 

LQ800 24pin D/M. . ...£525.00 

All Others.. PHONE 




m D/S 
D/D 

Per Disk £1.99 

10 Disks £16,00 

1 0 Disks+Plastic 

lib case £1 7.50 

100 Disks +Cases . £ 1 50. 00 
500 Disks +Cases £650.00 



5% D/S 
D/D 46TPI 

EO.BO 

£6.50 



£7.50 

,£60.00 
£280 00 



All Disks are covered by an 
unconditional lifetime guarantee. 



CI 



We also stock a full range of quality 
P/D ST Software at £3.99 per Disk 
Send SAE for catalogue. 



Out ATARI trained engineers will 
repair all Hardware in minimum time 
at competitive rates. Please ring for a 
quotation, AM repairs carry a 90 day 
warranty. 

NEWLY IMPORTED 
Imager, Easily fixed to your printer 
it will digitise anything placed in the 
printer and save to Disk to be used 
with Dega, Elite etc, RRP £99.99, 

All Printers, Disk Drives etc supplied 
with cables etc. NO HIDDEN EXTRAS 

Mega ST's PHONE 

Lazer Printers PHONE 

PC Clones PHONE 



DUST COVERS 

Computers , 

Monitors 

Disk Drives 

Printers ... 



£3.99 

..£4,99 
...£2.99 
„ £7.99 



IF IT'S AVAILABLE we have it! 
Send SAE for full catalogue. 

All Dedicated books and mags in stock 



520STFM-HMouse 

+Softwr. ,,..£285 00 

520STFMfMouse 

+Softwr 

+1Meg Upgrade.... .,.,.£350. 00 
520STFM Mega Pack 
520STFM+Mouse 

+Softwr 

+ 1Meg Upgrade 

+1 Meg 2nd Drive . 
Equal to 1040STF+y 2 Me9 Drive 
+Modulator 



.£435.00 



For Med Res Col Mon add, £299 00 

For High Res Mono Mon add... £129. 00 

All Hardware is covered for 12 months 
by our service dept. and is tested 
prior to delivery to assure satisfaction. 

We have a complete range of Software 
In stock and fully tested. 

We also stock a full range of ATARI 
8Bit Hardware and Software including 
the new XE range. Please ring for prices 



PERIPHERALS 

Triangle Img D/Drive... £139.00 

Triangle 2x1 mg D/Drive £229.00 

Pro Draw Graphics Tab' £299.00 

Cumana IMeg D/Drive £139.00 
AM Drives come complete with Software 

HARD DRIVES 

Atari 20 mg £560.00 

Triangle 20 mg Hard Disk £575.00 

Supra 20mg £550 00 

30 Meg | Cumana} , £699,00 

40Meg (Triangle}.. , £799,00 

Any Software problems? Queries? 
give us a ring we usually have the 
answer 



TO ORDER Simply send, or phone your order, stating Full Name, Address, FOR MORE INFO CALL ON THE 

Visa or Access Nos, Cheque or Money order. Make payable to Lacjbroke ABOVE NUMBERS OR SENQ SAG 

Computing international, 33, Ormskirk Road. Preston, Lanes. PR1 2QP. AND STATE FULL REQUIREMENTS 
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"In the year 2000, bacteriological warfare 
has ripped apart the very fabric of American 
civilisation. Cities have turned into gangland 



prizes^ the highways into battlefields" 




The screen fills with a small portion of a map of North 
America. Your gang is represented by a cat in the middle of the 
screen (the complete map is the instruction booklet). You press 
G to check out your gang's status and discover that you have 
one hardtop sports car manned by an Armsmaster and seven 
Bodyguards, enough food to last four days and enough fuel to 
travel nine squares. To survive in this frightening future you 
will need more men, more food and gas , guns> ammunition and 
antitoxin, not to mention more vehicles to carry them alt I 

Your prime options are C(ity) to find out who's running 
your current location, V( chicle) to try and find more transport 
to commandeer j L(oot) to search for supplies, and P(eople) to 
gain recruits, special supplies such as antitoxin from special 
people such as healers and, most important, clues about your 
quest. Unfortunately the people running the city will almost 
certainly object to virtually all of these activities if they catch 
you at it! Their objections will normally take the form of an 
attack. In this kind of fight you play no part - just sit back and 
watch the results flash up on the screen. 

Your sole objective at this point in time is survival! Apart 
from the bacteriological war which has being going on. someone 
has been dropping nuclear bombs on the major cities so life is 
neither easy nor pleasant. If the local residents don't get you, 
then you can be sure that the cannibals, the mutants, the 
diseases, starvation or the roving road gangs will! You should 
expect a number of false starts before you learn enough to 
survive. 

Next item on the agenda is to get control of a few towns 
yourself, since until you do so the powers that be won't give you 
your mission. Once you find out where the GUB (Government 
Underground Biolab) is situated you should get there as soon as 
possible since only then can you start on your real mission - to 
find eight missing scientists/agents and bring them safely to the 
GUB so that they can save the world. Some you will find easily, 
some you will get clues about and have to search for long and 
hard. For the last one or two you will be given a Radio 
Direction Finder which makes life ever so much easier! 

The list of commands available includes F(ix Tires), H(eal 
sick with antitoxin), Transfer supplies to or from a cache), and 
E{mpire Status) which tells you which cities you control and 
how much progress you have made in your quest. Travel 
between the cities is done one square at a time across terrain 
such as roads, farmland, deserts, plains, forests, etc. All 
activities, including travel (which is affected by terrain) take 
time. In bad weather they take even longer. As you make each 
move the time and date are updated. Each night your men eat 
up food, each square you move (approximately 75 miles) your 
vehicles eat up gas. Keeping up your supplies can be a full time 
job in itself! 



John Sweeney concludes his 
look at two similar games - 
last issue he tackled Autoduel 



There are numerous locations where special things happen 
- you may find towns where they are handy with ears and 
improve your vehicles characteristics - make note of these, or 
where you find useful companions. You will need a doctor to 
reduce your casualties, a politician to help you in your 
recruitment, and a drill sergeant to improve the quality of your 
men - after each encounter a certain percentage of your 
surviving men will be promoted up through the ranks from 
Escort to Dragoon to Commando to Bodyguard and finally to 
Armsmaster, You will also have to make decisions. Will you let 
your men visit Disneyland or Fort Knox? Will you let them 
gamble in Las Vegas? When you reach wine country how much 
wine will you distribute? The right decisions will improve 
morale, the wrong ones will lose you men. You will also learn 
which places are dangerous, either because of the residents or, 
for example in certain parts of Mexico, because of the food! 

NOW IT'S GETTING GOOD 

Given all the foregoing, you already have a perfectly 
adequate game, but I haven't got to the good bit yet! The other 
major element of the game is the fights with the road gangs. 
You have three options for playing these. Your first choice is 
whether or not you want a detailed, tactical fight. If you decide 
against this the computer will very quickly play the fight out for 
you and tell you the results. Although this is easy and quick it 
has a number of drawbacks. First, you can't apply any of your 
skill to improving your chances so the outcome could usually be 
better,, second you don't have the opportunity to capture enemy 
vehicles and third it doesn't change your limit of six vehicles, 

I found the limit of six vehicles very restrictive and the 
only way to raise it is by playing out and surviving a detailed, 
tactical road combat - each win raises it by one up to a ceiling of 
15, 

If you have glanced at the rules and don't yet feel ready for 
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me full combat [here is a middle route. Say Yes to detailed, 
tactical combat, say Yes to auto-deploying (individually placing 
each of 200 men into [he top or interior of each vehicle can be 
very tedious if you don't!)., and also say Yes to Quick Combat. 
This overcomes the first drawback as you can now enter 
parameters to control how often you ram and which parts of the 
enemy ears you wish to aim at. A little thought here should 
improve your gang's chances. The computer will then play the 
fight out quickly for you. 

Before declining the Quick Combat option and playing the 
full detailed combat you should carefully read the manual at 
least twice and study the Vehicle Table. You should also not 
expect to win your first few fights - make sure you save 
beforehand '.the whole game is so deadly that you should save 
frequently anyway!). The instruction booklet is generally 
extremely good, and you should read all the notes from former 
ganglcaders carefully since they contain many clues (there is 
also a good clue to a useful location on the back page!). 
However, in the explanation of moving and boarding especially 
I feci it could have been a lot better. There is a lot of detail left 
out, and no examples. You will need to experiment a lot to fully 
understand all the movement, firing and boarding rules. 

The abbreviations shown on the screen are SP for speed, 
AC for acceleration, M for manoeuvrability, B for braking. Vol: 
will need to watch these carefully and understand their 
inter relation in order to master movement - the faster you are 
going the more moves you get during each movement phase, 
but the less likely you are to be able to turn. You are highly 
likely to lose cars during your first few fights by crashing them 
into obstacles such as wrecks or buildings! If you can't tell 
which way something is facing check the screen for its FC or 
Facing - this number correlates with the compass points on the 
map and tells you which way you are going. Also the use of 
N(exi car) and Q(nit) in transfer operations is neither 
documented nor clear - use Q rather than N if you want all the 
options. 

GET READY FOR THE FIGHT 

So, once you have placed your men in their vehicles and 
armed them (firearms and crossbows only in this game I'm 
afraid) you get the chance to deploy your vehicles around the 
board. You will now have a bird's eye view of a small part of a 
large scrollable map. The terrain will depend on where you 
were when you were attacked, it could be a city maze of 
buildings and roads, farmland Littered with trees and fences s an 
oilfield complete with derricks, rocks and mud, a road littered 
with wrecks, or one of many other terrains* each with their own 
tactical problems. At this point the only thing you know about 
the enemy's position is that they are somewhere off the screen 
to the right, so your main concern is placing your vehicles in 
such a way that they can avoid both each other and the 
immediate obstacles once the fight starts. 

The rest of the battle consists of movement phases 
(including ramming), firing phases - each vehicle can fire two 
volleys so it is important to swing them round so that at least 
two of the sides of each vehicle have a view of the enemy, 
transfer phases^ which allow you to move men up and down 
within a vehicle, or even between two vehicles if they are 
adjacent (this can of course be deadly!) and a boarding and 
melee phase - you control the boarding. If you have vehicles 



adjacent to enemy vehicles you can try sending men across to 
capture the enemy vehicle - if they get across then the computer 
resolves the melee and lets you know who's won. 

There are 20 different vehicle types from motorcycles, 
through sports cars and limousines, right up to buses, tractors 
and trailer trucks. Each one has 21 different attributes, some of 
which, such as protection factors and manoeuvrability, can be 
improved if you find and/or loot the right cities. These factors 
affect not only the movement of the vehicles but also details 
such as how many men can fire out of one facing - from 2 on a 
motorcycle up to 26 on a bus (which can be quite devastating at 
close range!}, how many can board from each facing or from the 
top, how many men and supplies can be carried, how many 
tyres they need and so on. The detail is superb and makes the 
detailed road combat into a complete sub-game in its own right 
- especially when you have a dozen vehicles, carrying hundreds 
of men, on each side, 

A LITTLE TRIVIAL? 

The only slight criticism of Road war 2000 is that the quest 
is a little trivial compared [o the scope of the game. Trying to 
find the fifth and sixth scientists across over 120 cities once you 
have mastered the mechanics of the game and built a 
super-gang can go on a bit but even though I have finished it I 
keep going back to have more detailed road fights I One detail I 
might warn you about - each time you die and restart (rather 
than recall a saved game) it reinitialises and moves the GUB! 

I played Roadwar 2000 on an IBM PC, then checked out 
how it looked on an ST at my friendly neighbourhood Atari 
shop - Intoto. The user interfaces have been completely 
revamped for the ST, On the PC the battle results scroll up line 
by line, so if 200 die in a battle you get 200 lines scrolling up at 
2 or 3 a second) I made some notes that what they should really 
do is simply display the total statistics at the end of each round 
and, lo and behold, on the ST all results are flashed up 
instantaneously in windows - magic! The only catch on the ST 
is that it goes TOO fast. Make sure you set the speed as slow as 
possible to start with or you'll never work out what's going on. I 
would rather they had included an option to allow you to 
control the passage of events with the space bar. The ST also 
tends to use the mouse to pull down windows and point at 
commands. I personally find that this technique is not efficient 
if you wish to issue lots of single key commands in quick 
succession, the keyboard is much better - that is what it is 
designed for after all! Unfortunately they have not implemented 
all the commands on the keyboard, for example you can press P 
to search for People but the submenu you are presented with 
will NOT allow keyboard input. 

Roadwar 2000 is without doubt an excellent game of its 
type - it won't be everyone's cup of tea because of the level of 
detail and the fact that you need to study the rule book so 
thoroughly. But if you give it a chance I am sure you will get 
addicted. 

An Atari 8-bit version is planned but has not yet been 
released. Watch out for it and watch out for Roadwar Europa- 
coming soon! 

ROADWAR 2000 
SSI (US GOLD) 
Disk, Price £24,99 (ST) 

Price and availability of XL/XE version not 
known at present. 
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XWORD (ISSUE 28): How about an update to an update? 
And an apology for a major boob? Last issue we gave you an 
update to Designer Labels only it had nothing to do with 
Designer Labels, it was all about XWORD! Whoops. To all 
those who are mightily confused, it was us not you! 

MJDBASE (ISSUE 19): Many thanks to Andrew Strevens f< 
the following suggestions for using MJDBASE with ;i 1 '30XE. 
This allows MJDBASE to be used with a Ramdisk giving 
instant access to the two modules of the program. It 
makes use of the RAMDISK MOVER program from Issue 28 
Follow these steps (use a back-up i): 



1. Rename MJDBASE2.MGR to M JDB2 MGR ,D8 and 
rename MJDBASE2.UTL to MJDB2UTLDS. 

2. In line 200 of INTRO change MJDBASE2.MGR to 
MJDS2MGR.D8 

In line 18860 of MJDB2MGR.D8 change 
MJDBASE2.UTL to MJDB2UTLD8 
Delete line 18850 of MJDB2MGR.D8 and re-enter as 
? CHR$(125) 

In line 7310 of MJDB2UTL.D8 change 
MJDBASE2.MGR to MJDB2MGR.D8 
Delete line 7300 of MJDB2UTL D8 and re-enter as 
? CHR$(125) 

3. Load the Ramdisk Mover program (RAMOVE.COM) 
onto the same disk as the three database programs and 
make sure you have the full DOS 2.5 on the disk. 

In line 3060 ofRAMOVE.COM change MENU to 
INTRO 

4. Use DOS 2.5 s SETUP.COM to set up an 
AUTORUKSYS to run RAMOVE.COM 

On boot-up, the regular 1050 will take 61 seconds to set up 
the database programs in Ramdisk and to display the main 
menu. Transfer between the Manager and Utilities sections of 
MJDBASE is new instantaneous and all that is now required in 
the disk drive is your Data disk, 

* * * STOP PRESS * * * 

3-D ANIMATOR (ISSUE 30); We are still 
working on all the problems with this cine! Here is 
the first fix. For the 8 00 XL, change Listing I so that 
the PROTECT = 1600 in line 60 reads PROTECT = 1738. 
Apparently there is more free RAM in an HOOXL than 
in a 13GXE" 




HAVE YOU RUNG FOR 
THE PAGE 6 
CATALOG YET? 

DO IT NOW 

0785 57005 

(24 hour answerphone) 
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Our Flight Expert John 
Davison reckons he has 
flown just about every 
flight simulator going, so 
we got him on a real one on 
the Microprose stand at the 
PCW show! Not so easy, 
John! 

At the PCW Show a few months ago there was an item on 
display guaranteed to make the flight simulation fan drool - the 
fabulous Microprose Gunship Attack Helicopter Simulator. If 
you haven't heard, Gunship is Micro prose's finest flight 
simulation product to date, It*s very similar in concept to 
Digital Integration's Tomahawk, being a combat simulator 
based on a Hughes AH-64 Apache helicopter. The Gunship 
software has recently been built into a 'reaP Wight trainer rig, a 
massive machine standing about 8 feet high and weighing 
nearly one and a half tons! It's no wonder the Microprose stand 
was so popular. 

LINK FLIGHT TRAINER 

The original hardware was built in the USA by the Link 
company sometime in the 194CTs. Yes, It's one of the legendary 
Link Trainers used to teach Instrument flying techniques to 
many thousands of pilots. You'd never guess its ancestry by its 
current appearance, though, At some stage it was converted 
into a helicopter trainer, a role it fulfilled until the early 1970 s, 
when it was donated to a Hying club in the USA. Its history 
from that point is unclear until about 5 years ago, when it was 
discovered mouldering in the unlikely surroundings of a scuba 
diving equipment shopl It was found by inventor and computer 
enthusiast Marty Peck, who persuaded the shop to let him take 



MATE SIMULATOR 



it off their hands- Marty then reconditioned and rebuilt it in his 
garage as a hubby project, taking IS months just to get the 
trainer's Instruments and basic movements working again. 

He then decided to bring ft completely up to date by 
incorporating modern computer technology* custom designing 
and building special electronics to interface the trainer's flight 
controls to the onboard computers. A customised IBM PC- AT 
clone does most of the work, running the Gunship software and 
driving a specially designed soundboard* There's also a 
Commodore 12S involved somewhere in the works. (Wot, no 
Ataris?) 

Unlike the original Link Trainer, Marty's machine provides 
the pilot with sight and sounds »f his surroundings - by 
courtesy of the Gunship program. Of course* Graphics are 
displayed on a Sony 19 inch colour monitor in front of the pilot, 
while the sounds of engines, rotor, and weapons receive full 
stereo reproduction through the integrated 20 watts per 
channel sound system. 

The entire cockpit control panel has been redesigned to 
interface with the Gunship software, so the pilot can use real 
panel switches instead of a computer keyboard to operate the 
program. Although the monitor displays the Apache's essential 
instruments;, the panel also carries a number of Veal 1 
instruments such as altimeter, airspeed indicator, etc. And to 
start the engines there's a proper ignition key! 

The pilot controls the Apache using authentic rudder 
pedals and collective and cyclic pitch control sticks. These 
affect the program just as a computer joystick would and cause 
the display on the monitor to react accordingly, The horizon 
rises, falls, and tilts convincingly, and the scenery pans across 
the screen if you turn, with ground details sliding under you 
realistically as you fly over i hem. 

But now for the clever hit - the controls are also linked to 
the trainer's motion system*. The cockpit is able to physically 
pilirh or roll up to 30 degrees up down or left right and to 
horizontally rotate through MQ degrees, so the pilot gets a 
physical sensation of movement as well as seeing it on the 
screen* lt p s a night simulator fan's dream machine* 

BY INVITATION ONLY 

Thanks to the efforts of the Editor I was lucky enough to get 
an invitation to fly the machine. (I always knew Editors had a 
use!) Marty Peck himself was there acting as instructor, and he 
carefully explained all the controls Co me before closing the 
door and sliding the hood shut over my head. This provided 
complete isolation from the crowds Outside - I really was in a 
simulated world of my own! Marty directed me from outside 
and we both wore headsets so we could communicate during 
the flight. Marty's microphone was also linked to the public 
address system on the stand, so everything he said could be 
heard by the watching crowds. The stand also had monitors 
slaved to the Simulator's monitor, giving everyone a pilot's eye 
view of the flight. It also meant that any prangery by me would 
be VERY public! 

Marty talked me through the startup sequence, and with 
the rotor spinning a gentle pull on the collective pitch lever 
caused the ground to smoothly drop away and we were 
airborne. Then, a forward movement of the cyclic pitch control 
caused the whole cockpit to tilt forward and the horizon to rise 
On the monitor, and the Apache began to accelerate rapidly 



forwards* Following Marty's instructions I flew a series of 
manoeuvres designed to locate an enemy ground target. At one 
stage I was skimming along very close to a mountain and had to 
take rapid action to avoid hitting it, causing the simulator to 
pitch, roll and rotate In an alarming manner. It feels much 
worse on the inside than it appears from the outside, 1 assure 
yout 

Suddenly, we found an enemy tank. I selected a Hcllfire 
missile with the appropriate panel switch and lacked the 
aiming system onto the target. A squeeze on the firing trigger 
CflUted the missile to streak away, and after what seemed an 
eternity It blew the enemy to smithereens. 




ENGINE FAILURE 

Then Marty told me I was about to have an engine failure, 
and would ha ve to perform an emergency landing. Under his 
guidance 1 uncoupled the rotor from the engines and got the 
Apache to auto rotate, the helicopter equivalent of a glide. This 
resulted in a rapid descent, cushioned at the last moment by a 
judicious tweak of the controls. Emergency landing? 
Semi-eon trolled prang, more Hkci 

When Marty opened the door 1 staggered Out with knees 
trembling and hands shaking, To prove l 1 d survived the ordeal I 
was presented with my 'Gunship Test Pilot* wings. 

The (funship software isn't out in Atari format yet, but has 
received rave reviews on other machines* From this short 
experience I can see why - ii's got all the hallmarks of a classic 
simulator. An ST version should be in the shops by the time you 
read this, but don't hold your breath waiting for an ft -hit 
version. Microprose say there won't be one (shame on you, 
Microprose)* If the ST version's anything like the one I flew 
here it should he a real treat* I hope to give it a detailed review 
as soon as J can lay my hands nn a copy. 

Finally* I'd like to thank everyone on the Microprose stand 
for making my visit such a memorable one, with special thanks 
to Marty Peck and Fred Schmidt for providing the material for 
this article. And thanks, Les, for making it all happen. 
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Bryan Kennerley will turn 

your keyboard into a unique 
sound synthesiser compete" 
with light show! 




The sound capabilities of the Atari 8-bits are seldom held 
in high repute by any but the most avid Atari freaks , but surely 
the fact that a version of the POKEY chip (which is the heart of 
Atari sound generation) is responsible for the music on some 
top coin-op games, including Gauntlet, means there is a great 
deal of potential hidden away somewhere. Hopefully, this 
program will help realise some of that potential. 

ORIGINAL SYNTH utilises the Atari's 'volume only' 
method of sound production. A full explanation of this is given 
in the book De Re Atari but here is a brief explanation to help 
you understand how the program works. You should be 
familiar with the BASIC SOUND command 3 if not you can 
look it up in many reference books or the BASIC manual. One 
of the parameters that may be set is 'distortion*. 

If an odd distortion number is used with zero pitch and 
positive volume, a 'click' will be heard. The volume of the click 
will be equal to the difference beiween the previous and the new 
volume. For example, if you specify volume 0 and then volume 
15j the resultant volume will be 15. If you then specify 15 again, 
the resulting volume be 0 (15 - 1 5). If a great many of these 
clicks are produced in succession, a musical tone can be 
produced. From BASIC only a low buzz can be produced but 
when using machine code, the loop must be slowed down -since 
at full speed only dogs would be able to hear it! Original Synth 
makes use of this feature to produce some very interesting 
sounds, 



THE DISPLAY 

When the program is RUN, you are shown a graphical 
view of the AD SR. This is how the volume of the note changes 
as the note is played. Unless you have changed anything) the 
volume will start off at full, decay to half volume, stay at half for 
a while and then fade away to silence. This can be altered to 
produce special effects but more about that later. Every 
calibration on the ADSR display is equal to one second of real 
time. 

If you press 'V*, the display will change to show the 
current waveform. The waveform controls how the note 
actually sounds. For examplej brass instruments typically 
produce a triangular waveform. This program cannot 
synthesize an instrument exactly , however, since the waveform 
of an instrument varies as the note is played but it can give an 
approximation of different types of instrument. 




3 




THE MENU 

The lower half of the screen shows a menu of options. I 
will explain each option in order: 

Sound Type - When this is set to FULL the ADSR is 
enabled. When set to PURE the volume remains constant and 
the note is purer, 

Distortion - When enabled the screen is still displayed as the 
notes are played;, resulting in a more fragmented, less musical 
tone. 

Light Show - When enabled, each note is accompanied by 
coloured lines moving up or down the screen, 
Configure - If you find that you are using a certain 
combination of waveform and ADSR frequently, choose this 
option to save the combination to disk. When you next run the 
programs that combination will automatically load. 
View xxxx - Scrolls between the ADSR and waveform display. 
Edit - Edits either the waveform or ADSR, depending on 
which is currently displayed. Note that in editing mode the 
cursor is only one Graphics 8 pixel and may be difficult to 
locate. 

For Waveform Editing., move the flashing cursor around 
the screen with joystick 1 or the cursor keys and alter a point 
with the fire button or by holding the Return key. To alter the 
length of the waveform 3 position the cursor and hold the space 
bar. Shortening the waveform generally makes all notes higher 
and lengthening it lowers all notes. This is not always the case 
though, since altering the number of peaks present may 
counteract this effect, 

ADSR Editing takes a different form to the waveform 
because there are 512 possible points for the cursor. The 
joystick and cursor keys move the cursor 1 point at a time while 
TAB and SHIFT + TAB move the cursor 20 points right or left 
respectively. Holding the fire button or Return key plots a point 
after which the computer joins the points with a line. Up to 64 
points can be plotted at any one time. Holding space will delete 
a point providing the cursor is on a point previously set. This 
can be determined by the Point Set message on screen which 
will show whether the point at which the cursor is residing has 
been set. 
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FILE CREATOR for 
original Synth 
by 

0. Kvnnirlf si 



«. 

h MAGAZINE _ ENGLAND * 



OA 10 GRAPHICS Oi^FTHOLOB 2,B,0:? 

EEK3";DIH A$ (13) 
SM 10 TRAP 50 1 READ 0 

It IB IF P<B THfcH HFA& F : FOR H = l TO ~D : Ptl 

T HI , E I NEKT KiCOTO Z9 
Pz 49 PUT fll , D ; GOTO 20 

SU 3B TRAP 60: READ AS:? AS i CLOSE Bl i OPEN 

ttl , a j t, at : GOTO 2 0 
HR SB CLOSE ttl:"* t T "RUN 1 D : SYNTH . BAS 1 " i RU 

H "P : bYti TM ,BA V 
CV 70 OAT A D:aUTORUN.SYS 

KI an DATA 255,255,169,5, 162,6,76,175 
Zt TO DATA 6 ji 17 5,t, 2 5 1 , fi , 1 69 , 11,165 
UC 10O OAT A 8, T28.153, 163,6,139, 16,247 
L* lit) DATA 169 , 222 , 141 , 167, 9, 16 9 , 6, 141 
HH 11B DATA 168,6,1/2,179,6, l.74,16>,6 
RA 130 DATA 212, 70S, 1,28B, 147, 746, 6, 140 
WR 14B DATA Z47, 6 , 16», 163 , 141 , 33, 3, 16* 
IH ISO DATA 5,141,34,3,916,172,0,6 
HH 160 DATA 2Si J lB,l(,J,B I 141, 33,3,161 
Mr 170 DATA 224,1*1,11,1,185,1,6,18* 
O.V 180 DATA 8,6.72,32,251,6,104,168 



I/O - After choosing which type of I/O you require, you will be 
presented with a directory of waveforms or ADSRs as 
appropriate. Choose whieh tile you want by typing its number. 
If you are saving a new file you will be prompted for a filename. 
Just type the name and NOT the "D:" or extender. Pressing 
the Escape key wilJ abort the operation at any time before the 
file number is chosen, Be careful! The program is only 
protected against the 'FILE NOT PRESENT' error and no 
other disk error is accommodated such as 'DISK FULL'. 

PLAYING MUSIC 

This what aJI that editing is for! Press START to enter 
music mode and the computer becomes a 3] octave piano 
keyboard as shown in Figure 1 . SPACE is the lowest note and 
RETURN is the highest. Z-INV and Q-RET arc the 'white' 
notes while and 1-DEL are the 'black 1 notes. Pressing 
OPTION at any time will return to the main menu. The notes 
played by this keyboard will sound according to how you have 
set the waveform and ADSR. I have provided several examples 
which you can load in from your disk, but you are free to design 
as many as you wish! 

I have found that playing music with this program has 
helped me understand the layout of the piano keyboard and the 
intricacies of sound shaping. As an added bonus it has improved 
my finger/keyboard coordination and so increased my typing 
speed and accuracy considerably, I hope it wiJl bring you 
enjoyment and benefit in a similar way. 
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Figure 1 - Notes on the Keyboard 
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Data 



1 , 96,2S,I,6, 7 5 5.(1.198,250 
181,69, 2,66,2,0,9,0 
», 8,1, 226, 2, 22 7, 2, 1LQ 
5, 224, 2, 2 2 5,2, Z53.fi. 8 
& . 16 , 6 , IS , LiiS . H-T , fi5 , 66 
46,72,84,78,89,83,56,80 
34, 7 6, 65, BZ, D: DAT A. DOT, -11 
8,175, 174, 169,167,169,17 4,161, 
172,125,179, 165,174, 188. LG 8 

*7, 9, 34,121, 0, 34,14 
A S, 191 „ 110 ,110, 10 1 , 114 
IBB, 101, 121, 0,8,3? 
*, 17. 25,24,23,-9, B 
165 , Z Bl , 291 . 255 

U«, 12,236, 20 3 , 288,8, 230, 20 4 
16S , 28* , 291 , 112, 240, 3, 76 , 98 

2 28, l&J, 111. 133, 204, 169, 28 & 

133, 283, 16 9 , 155, 133, 28 B, 76 
IB. 220,16, 4 2, 13, 62, 58,0,18 
-5,0, 104,173,31, 209 
281,6,ZB8,8.1<59,7,76, 170 
6,173,18,Z18,ZBl r 755,24 0,237 
17 3.9,219,160, St, 217, 118,6 
288,4, 152, 76, 170,5, 20*, Itz 
7,200,242,76.129,6,24,42 
16 0,1 85 , 19), 6, 1 33 , 2 12 ,165,1 90 
6,135,213, IB », 55 55. 141,252,2 
96 , 184, 16 ,232,3, 200 ,7,4 
16 . 294 , 16 , 160 , 15, 172, 13 , 4* 
17, 104,162, BO , 1*8, J, ZB ,13 3, 204 
1 69 , 8 , 1 33 , 2 03 , 1 BQ , 0 . 1 77 , 293 
5 6,233,40.145,203,168,1,17 7 
2 03,233,0, 145,203,230,203,23 0 
2 83,230,293,32, 1 90 ,107, IBS, 29 

DATA 291,239,200,2 24,287,200,213,9 
DATA 104, 162, 80 , 1B8 , 120 , 133 , 204, 16 



DATA 239 , 20 0, 224,782 , 298, 213,96 ,16 



TYPING IT IN 

You will need a disk with at least 250 free sectors and 
it is recommended that you start with a freshly 
formatted disk as this can be used to aucoboot Original 
Synth, 

L Type in listing 1 > checking it with TYPO 3, 
and save it with the filename D: CREATOR . B AS 

2- Type in listing 2, again checking it with 
TYPO 3, and save it with the filename 
D : S YNTH.B A S, 

3. Ensure that your disk remains in drive 1 and 
is not write protected and then load and RUN 
D:CREATOR .HAS, This will create an 

AUTOK UN. SYS and several other DATA and 
support files ( 1 3 in all) and then will the run 
SYNTH.BAS 

4. CREATOR. BAS need only be RUN once, 
after which you may either auto-boot the disk or 
type RUN "DtS YNTH . B AS " whenever you wish to 
use the program. 
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KM 690 DATA /4, 26, 13* , 178,167,210, 127 

EE 70ft DATA 134 r 1 1 . H2 - 286, 165 , 09 ,146 , 96 
TF 71B DATA 54 J 94,191,ll»l i I7,17,2JJ J US 
LT 72H DA I A l?8,3J,BI J l« i 62,153,ll» t Z2 
LD 730 DATA 11,21, 79,229.62, 150, 65, 167 
NK 749 frATA 57,36, 232, 23S, 112, 13 7,57. ?IO 
MI 750 DATA 161,1,0, 33,164.175,1*6,238,27 
LIT 760 DATA 16 , 1 1 , 22 9 , 74 , 223 , 13 . 3 . 04 
YF 77Q DATA 173, 35 ,111, 166, ill, 69. 123, 176 
US 700 DATA 149, 34, 138,214, 179, 18 3, 6, 117 
TU 790 DATA 142,62, 127, 45,63,62,107,207 

SDH DATA 2ifl,lltiliM69,126,ZZ»jl21,6 

i 

IT BID DATA 137,60.710,155,214.16.05,169 
KV 620 DATA 0, 141, 14, 212. 169, *V1*1, 14 
VB 030 DATA Zlftj 141,0,212,141. *, 210, 141 
AT 840 DATA 1 . lift, 169, 3, 14* * IS, 210, 162 
AU B50 DATA 0,1*9-716,109,24, IBB j 16,141 
JU 560 DAlA 1, 210, IMi 209,240,17. J7Z ( ) 
FR 870 DATA 210 , 121 , 240 , 107 , 141 , 26, 205 
BB 5*0 DATA 14J. 2**200,172. 9. 210, 105, 17 2 
01 098 DATA 1ST, 201 , 0 , 24B , 3. 56 , 233 , 1 , IBS 
Jp 980 DATA lib, 208, 253. 732,224, 10, 208, Zft 
9 

HH 918 BATA 16Z,0, 173, 15.718,201, 255,205 
K D 920 DATA 280,173, 31, TOO, 201,3,208, 242 
FP 93ft DATA 159**4,141,14,210,141*14,212 
MY 940 DATA 164, 3*.l*l,0,212,169.235,14i 
LG 950 DATA 352,2,104,96-214,169,0,141 
S& 960 DATA B, 212, 169, 0,141,12,210, 141 
KB 920 DATA 0,210,141,1,210.133,207,133 
CO 980 DATA 286,173.34, J, 133, 205, 173, 15 
CO 990 DATA 2,133,206,169-3-141,15,210 
DM 1000 DATA 169,6,162,6,160,00,32,92 
HP 1BLA OAT A 220.189,64,141,14,212,162,6 
BK 1020 OAT A 159,110.133,204,159,0,133,20 
3 

L H IBID DATA 109.236,169,56,160,0,241,203 
HK 1040 BAT A 176,2,159,0,24, 165 ,16* 141 
CM 1050 DATA 1,210, 15*- 209,240,13,177,9 
PS 1060 DATA 210,24,121,240,107,141,26,2ft 
6 

HK 1*70 DATA 141 , 24 - 288 , 172 , 9 , 710 - IBS, 172 
FA 1MB D ATA 109,13 2,207,56,233.7,1*0,136 
4F 1090 DATA 2*0,253,177-9,210,196,207,24 
0 

IT 1100 DATA 12*169,110*113*204,169*8*133 
UK 1110 DATA 203-133,200,132-207,232,224* 
1ft 

« 1120 DATA 2flB, 142,162,0,173, 31,200,201 
HA 1130 DATA 3,246,34, 173,15, 210,20!, 255 
W3 1140 DATA 200, 7,169.72*5, 133,207, 7***7 
KM 1150 DATA 109,173,9,210,1*7,207,240,111 
2 

CL 1168 DATA 169,110,133,264,159,0,133,20 
3 

DO 1170 PAIA 133,200.76,23,109,169,54,141 
U I 1160 DATA 14,210, 169-3*, 141, 0,212,16* 
CD 119* DATA 6,156,266,164,205,12,92,228 
TPC 12DO DATA 169,64,141,14,212,1*9,255,14 
1 

UC 1218 DATA 152, 2, 10*, 46-169, 105 
OK 1220 DATA 127,93,-5,8,26-0,22*30 
PA 1230 DATA 14,31,2O*17,173,0,104 
U£ 1240 DATA 0,0, 153, 289,234, 0,0,5? 
UA 1256 DATA 4 1 , 0, 48 , 67, 76 , 1 12 , 246 , 99 
AT 1260 DATA 135,0,119,87,82,51,0,55 
RL 127B DATA 38,8.44*03,72,28,8,74 
ZK 1288 DATA 0,15,33,0,19.0,144,195 

1290 DATA 8,0,104,221,112,112,112,66 
GR 1300 DATA 0,6,2,79,16,133*79,56 
IJ 1310 DATA 133*79,96, 133- 79,136,133,79 
FF 1378 DATA 176 , 133 , 79 , 210, 133, 79 , 0 , J I* 
KB 1330 DATA 79, 40,13*, 79, 00, 134, 79, 120 
GZ 1340 DATA 114* 79 , 160 , 134 , 79, 20D, 134 , 79 
OX 1350 OAT A 240,134,79*24,135,79,84,115 
TK 1360 OAT A 79, 104* 135, 79 . 144, 135 , 74 . 104 
JP DATA 135, 70,224,135*79,8, 136. 7* 

»Z J-308 DATA 40.130,79-08,138,79,128,136 
EH 1390 DATA 79, 1EB, 136, 79,205*136, 79, 2*0 
JN 1468 DATA 136,79,32,137*79,72,137,79 
MA 141ft DATA 112,137,7 9,102, 137, 79. l»2,13 
7 

KJ 142B DATA 79.237. 13?, 79, 16. 13B, 79, 56 
MD 1438 DATA 134 , 79, 96 , 138 , 79, 136, 13ft, 70 
l|M 1440 DATA 176, 13 6, 79, 716, 136, 79, ft. 139 
ZP 1+3* DATA 79, 48,139*79, Oft. 139- 79,120 
VD 14 BO DATA 139 , 7 », 160 , 139 , 79, 260, 139, 79 
ID 1470 DATA 240,139.7», 24,140,79-64*140 



LU 148ft DAlA 79,104.140,79-144,140.71-164 
YO 1490 DATA 14B* 79, 224, 140.71,0,141,79 
OV 1500 DATA 48,141,79,88,141,79,120,1*1 
UP 1610 DATA 79,16*, 141,79,200, 141, 79,245 
ZH 1070 DATA 141, 79,32,142,79, 77. 1*2,79 
AH 1530 DATA 112, 1+7. 79, 152, 142,79,192*14 
2 

CM 1540 DATA 79,232,142,79*16,143,79,55 
CO 165* DATA 143*79,96,143,79,136,143,79 
IH 156D DATA 176. 1*3, 74, 216, 143, 79,6,144 

5L 1570 DM* 79,40, 1*4, 79,60,144,73,120 
Kt 1560 DATA 1***79,160,144,79,200,144.79 

4H 1590 DATA 240,14 4 .79. 152.15 7, 79,192. 15 
7 

AU 1600 DATA 79,231,157,56,32,158,-11,2 
TU 1810 DATA 65 , B, 1 ZB, 32 , -15, 160, 215. 193 
SY 1*20 DATA 214,197,196,287,218.285 
RG 1636 DATA -15, 16ft, 37, 32, -17,150,193,14 
6 

ZE 1*40 DATA 211 , 210 , -17, 160, 32 . 7H , 13 , ?6 
HK 165* DATA 75,50,05,02,69,79,70,70.79 
HC 1660 DATA 78,32,07,65.00,69,70,79 
AO 1670 DAT A 02,77,65,50,03,02,32,32 
OT 1660 DATA 32,32,17,-7,10,0,32,29 
OK 1690 DATA -10, 30, 124, 32,211, 212*193 
HT 1706 DATA 710,212,32,124.32-29,-10,30 
□ n 171* DATA 124,118,111,32,112*100,47 
AK 17ZO DATA 121 , 124 , 3* . 20, -10, 30 , 124, 32 
IF 1730 DATA 115,111,117,110,106,32,124 
HU 1740 DATA 32,29, -10,30, 2B, -7, 10*3, 32 
EZ 1750 DATA 17, -fl, 10, 5, 29 * -10* 30 , 124 , 31 
CC 17BO DATA 32,00,00,03,72,32,32.124,29 
CL 1770 DATA -10,30.124,32,207,200*212 
VL 1700 DATA 201,207,205*32,124*29,-10,30 
JM 1790 DATA 124,70,79,02.32,77,69,76, OS 
TU 1000 DATA 124 , 29* -10, 30, 26 , -0* 18 
HZ 1810 DATA 3 , 17, -11, 10 , 5 , 29 . '13 , 30 
GT 1B2B DATA 124,00,02,64,63,03,32 
AA 153ft &AIA 211,200,193-195,197,124,24 
ON 1840 DATA -13,38,124,32,04,79 
EI 18*0 DATA 32,32,6 5, 76,04,69,52,3 2 
HC 1050 DATA 124,29,-13,30,124 
KM 1B70 DATA 32 . 3* . 76, 69 , 70. 71, 84 , 72 
OD 1800 OAT A 30,31*32,124,29, -13, 30,20 
QK 1090 DATA '11,10,3,17.-11.16*5*29 
00 196U DATA -13, 3B, 124,00,02.64,63,83 
IO 1410 DATA 32,211, 200, 193. 140, 197, 124,2 
9 

OH 1920 DATA -13,30,124,32,04 
OL 19 30 DATA 74,32,32,69,02.65,83,69 
HA 1940 DATA 32,124.24,-13,30 
UG 1950 DATA 124,32,32-32,00,79,73,7* 
CT 196ft DATA 04, 32,32,32,124, 29 
9A 1970 DATA -*3* 30 , 26* -II * 16* 3 
HT 1*50 DATA 09 . 59 . OS, 70, 79 , 32 . 28+, 207. 19 
3 

HU 199ft DATA 195,168,211,193,214,197,160 

IZ 2BBO DATA 215,193,214,197,190,207,210 

CD 201B DATA 205,143.140*211,210,-5.32 

FO 207D DATA D ' B BD T , OAT ,0,1,3,4,6,7,9 

SR 2030 DATA 11,13,15,-15,8,1,2,3,4,5 

MJ 2040 DATA -9*,*, -16,7,-17,0,-17,9 

R9. 2*50 DATA -18,10,-17,11,-17,12,-16,13 

PO 2ftOO DATA -17,14. -£70, 15,-4,0 

HH 2070 DA TO 2,0,4,0.10,6,100,6,250.15 

pi 2000 DATA -116,0,5,10,0,0,1 

UV 2090 DATA fr I *L AHK . HI , -2ft - * - 10,1,0,1 

HH Z18D DATA 56,233,1,7 

RU 2110 DATA D:5AHT00Th.U2,0,l,3,4,6,7,f 

I i_ 1120 DATA 11,13,15,-10,0,10 

PA 2130 DATA ti:HEIRD.H3.O.2,0,5,O,8 

EM 2140 DATA fl,li,0, 15,-9. O.B, 10 

9Z 2150 DATA tilSIHE, 1*4,0,1,4,10, 14, 15 

AV 2160 DATA 14,10,4,1,-10,0,10 

KM. 2170 DATA D I DOUBLE . H5 ,0,5,6,2.5,4,6 

ZI 2180 DATA 7,15,15.0, 7,18,6,5,3,18 

ST 2190 DATA 12,15.5,20 

JY 2286 DATA p : 8*M . H6 , 0 , O , -5 . 16, -13,0, 10 
HA 2210 DATA DJOLOMK.Alj -512.0, O*0,ft,l 
00 222D DATA 0,0,24,106 

HC 223fl DATA 2, 3,6 I HFHDEZVU . A2 , -5, « - 1 
IV 2240 DATA 2,3,4,5,-99-6,-16,7,-17,5 
DK 22SO T>ATA -17,9,-15,16,-17,11,-17-12 
LH 2260 DOt A -16,13,-17,1*. -270,15,6.-4.0 
OA 2?70 Dfilfi 2,0,4,0, lQ-tij 160,6,258. 15 
GG 22«B DATA 0 4 HAH BL t . A3 ,8*3,5,9- 12, IS 
AW 2290 DATA 12,9,7,4,1,4,7,9,12 
HJ 2360 DATA 15,12,9,7-4,1,4,7 
90 23L0 DATA 9,12-15,12,10.7,5,2 



H". ZJ2H DATA 5,7,10,12,15,13,10,0 
II—. 2330 DATA 5.3,5,8,10,13,15,13 
SI 734B DATA 10, 6,5, 3,1,0,10,13 
DC 2350 DATA 15 ,13,11,8. 5, 4, 6, 6 
DT 2356 DATA 11,13-15,13,11,9,7,5 
D5 2370 DATA 7,9,11-13,15,13,11,9 
Z5 2300 DATA 7,5,7,9,11, 13,15, 13 
UH 3390 DATA 11, 10, O, 6,0, 10,11, 13 
OZ 248D DATA 15,13,12*10-4,7,9,10 
JR 2410 DATA 12,13, 15*1+- 12, 11,9,8 
IG 2420 DATA 9,11,12,14,15,14,12,11 
CL 2430 DATA 9, 8, 9 , 11 , 12 , 14 , 15 ,'14 
Fl 2440 DATA 13,11,10,9,10,11,13,14 
JL 2450 DATA 1 5, 14, 13 , 12 , 11, 1ft, 11 . 12 
QH 74DO DATA 13,14,15,14,13,13,12,11 
UT 247D DAlA 12,13, 13,14, 10.14,13,13 
TV 2400 DA ¥ A 12,11, 12,13, 13, 14,15,14 
TV 2490 DATA 14, 13, 13, 12. 13,13, 14, 14 
HO 2T5B0 DATA 15,15,1*. 14,11,13, 13,14 
RA 7510 DATA 14,-4,15,-5-14,-319,15 
HT 25ZB DATA 40,200,15-0-0,5,15 
00 2530 DATA 1ft , 1 , 15 , 15 , 20, 1 , 25 , 15 
KB 2540 DATA 3B, 2,35,15,40.3,40,15 
RH 2556 DATA 50,3,55,15,60,4.63,15 
2.M 2560 DATA 70,8,75,15,50,5.05,16 
HH 2570 DATA 90 , 6 , 9*, 15, 100, 7 , 106, IB 
FF Z0O0 DATA 118,5,1 A* ,15, 12 8,8,1 25 ,15 
FT 2 910 DATA 130.9,138,15,140,10,145,19 
Mfl 2600 DATA 150,11,155,15*1*8*11*165*15 
HO 2610 DATA 170, 12,175- 15,150, 13, 185, 15 
LID 2620 DATA 14B, 14, 195, 15 . 0 i MULTIPLE , A4 
ZD 263ft DATA 15,0,0,5 
HH ZO'O DATA 10,15,0,0,5,10,15,5 
MO 2650 DATA 0,5,10,10*6*0,5,10 
AG 2660 DATA 15,0,0,5,10,15,0,0 
SM 2 67 0 DATA 5,10,15,0,0,5,10,15 
HU 2 680 DATA B , 0 , 5 , 10 . 15 , H , 0 , 5 
HH 26 90 DATA 10,15,0,0,5. IB, 15,8 
MB 77BB DATA 0,5.18*15,0,0,5,10 
OT 7710 DATA 15,0,0,5.10,15,0,0 
SA 2720 DATA 5,10,15,0,8,3,10,15 
RH 2734 DATA 0,0,5,10,15,0.0,5 
HJ 2740 DATA IB* 15,0, 0,5, IB, 15, 6 
HO 2750 DATA 8,5,10,16,6,6.5,10 
RI 2760 DATA 1^,8,8,5,10, 15.0. B 
IP- 2770 DATA 5, IO , 15 , 8 , 8, 5 , 10 . IB 
HH 2700 DATA 0,0.5,10,15,8,8,5 
HV 279* DATA 10.15.8.0,5,10,15,0 
MD 2005 DATA 0,5,10,15,5,6,3,18 
aV 2010 DATA 15,8,0,5,16,10,0,0 
4C 2020 DATA 5,10,15,0,6,5,10,15 
DS 203O DATA -356,15,63,0,0,0 
m 2540 PATA 15,2,0.5,1**7,0,10 
ZR 205D DATA 15,12,0,13,15,17,0,28 
D E 2868 DATA 15 , 22, 8, 25 , 15, 27 . O , 3D 
6R 2*70 DATA 1**32,0,35,15,37,0,40 
KE 2*00 DATA 15,42,0,45,15,47,8,50 
HH 2090 DATA 15,52,0*35,15*57,0,60 
□C 2900 DATA 15,62,0,65,15,57,0,76 
TP 291ft DATA 15,72,0,70,15,77,0,60 
HC 2926 DATA 15,82,0,05*10,07,0,90 
HH 2930 DATA 15,92,0,95,15,97,0,1*0 
HH 794* DA TO 15.1*2,0*105,15,107,0, 11* 
HC 2450 DATA 15 - 112-0,1 15 ,15,117,8,1 £0 
VB 296H DATA 15 , 122 - 0 , 125, 15 , 127 , ft, 13* 
YV 2*7* DATA 15,132,*, 135, 15,137,0.140 
CV 290ft OAT A 15,142,0,143,15,147,0,150 
fV 2998 DATA ±3*152,0,155,10 
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QIC 
BR 
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RK 
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HN 
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n-rw 
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DHIGIHAL SYNTH 

B. KEHHERLEY 

REH • 

REM * PftUt 

Ren 

■:! HIM 

1U LOU) 700 0 0 
99 REH 

10B S=ST1CK(B> : CH = PEEK £?E>4) 
114 KC=XC*f(5=6 OR 1 = 7 OR 5=5 OR CH = 71 
ANP HC<XL1 - £ CS = 14 OR S = il OR OR C 

H = bJ A NO NC>BJ 
SI 120 YC=Yfc*((5=9 OR 5-13 OR 5=5 Ofl CH=1 
51 AMB VCf 15J-C fi=ia OR 5=1* OR 5=6 Ofl 
CH=14) AMD VC>9) 
KU ±25 PBKE 7ft-* , £55 £ HI: TURN 

OR 3?3 HEM HafjMTTtTT^ 
PI 10 09 OH SCR GDTD 1160 

LZ ioib reh IIMJiBji-iiir 

XO 10 £0 bO'jUB 45 BO: COLOR 1 

LB lese PLOT 11, 4* llS-PEEK C2B1401 3 MKHFOR 
H=l TO 26 i t>K ftHTCi 11 + 15«X, 4+C1S -REEK <7 

ai*9 + H>) »Ki :NEHf X e COLOR 6 ! PL Of in ,73 
EH 10+0 COLOR 1 e PLOT LTH*lit 1 i , 4 : PNAHTO L 

Ttt»15Hl f 7IifLQT L FH«15+ 12 , * i DRftHTO LT 

H*15+12,73 i COLOfl 6: PLOT 319,. 79 
VB 105ft M= LI'i n C 2 7 58 B , 40 52 6,48953,63 : PD KE 0 

6,6+: POKE fltj 13fi iPQKE 67,0 
PB 106O POSITION a^tJ;? " ^^I^I^HISI 

!■ I'll I I I ■■■■B^BBBBBBTJ 
FT 147ft POSITION 3,14f? "Position HO."iP0 

SITTDN 20.14 1? "Cur-rrrl Un|une = " 
HK lOBO PD^TTIQH 3,17 1? 05129^,4193 :PQ5IT 

IOH 23,17t? fi$(ZB5.?981 : POSITION 10.15 

I? "HAUEFORH LENGTH-" 
HE 1690 POKE 68,16.! POKE a? J 133:PDKE 67,01 

LOCATE 15WHC+11, YLIMICl »4 , r 
EC llftfl FOR K=6 TO 1 t COLOfl HOT £:pLOT 15 
»XC+11, VC»Kl+4lC0L0» Z iPLCT l*NNC + H r Y 

C««lt4]HEHT K i COL OH fl:Rl OT 319, 79 
PP 1110 COiUl 14B t rr PEEKE532793 =3 THEH 1 

160 

LP 1120 POKE 85 j 54 : POKE 69, 156; POKE 47, Be 
POSITION 15,14:? HCi" " i POSITION 35,14 
:? 15-VCJ Pd&XTIDH 25,15:? LTH; " " 

NJ 11JB IP PEEK £7641 =33 Tiim LTH = XC:POKE 
7B4,255:PCKE 2742B , LTH : POKE 27936, LTH l 
GOTO 1B2B 

BH 1140 IF 5TRIG (0) =1 AND PEEKC7541012 T 
HCH 1030 

P£ 1130 POKE IflilBtKC, 1B-TC tCOTO 1020 

bt 116B X=U3Rl279ft4, 34664, 37ZB3,a;i EG05UB 

3e<B0:X=U5RC27586, 4052Bj 40763 ', B3 3 POKE 8 

6, 64: POKE Hi 1E6 I HEI 19 El H 

PJ 1170 REH (ETBH5) 

Sfl 1186 kOillB JlOBrPOKt: BP,144;P0KE 69,14 

SlPOKE B7,B:COLCR 1 
ON lift tr HP-0 THEN 1210 

ES 1Z0O FOR K-L TO BO : PLOT P SH , 4 ) *K+B , 2 i N 
EXT X 

do X*L9 COLOR OiPLOT 319 r 79 : POKE 8&,b4:PO 

KE 8 9 , 156 : POKE 67,0 
RH 1224 POSITION 0,12:? " 

\ *CT 1 T T ■HHHHHlllllllf " ; X = US R C 27 5 8 n , 

40520,40959,01 
BK 1230 POSITION I? r i4'.f "H^"; POSITION 1* 
,14; 7 "UOLUHE=": POSITION 6,15:? "Tint 
after 5tapt=" : POSITION 12 1 16 1 1 "Point 
set?" 

%b LJ4B POSITION 3,18:? GS (420,3443 EP45IT 

ION 23,18:? GSC245,23B} 
TP 1250 IF N0=0 THEN L%e i GOTO 1310 
CG 1266 FOR t = l TO N B : TF HC<=PCE,81 THEN 

POP :EOT0 1280 
UH 12/B MEHT E 
Ml 12BB IF E=65 THEN 130B 

EO 1290 IF XC = PCE,63 T HEM L-lqGDTO 1310 
UQ 1JUD L ~ B 

KV Ilia POKE 80, 144: POKE 83,145lP0KE (I / r S 

EC 1320 IF PEEK LSi271J ~z THEH 1580 

HF 1330 HC=XC+(PEEKt7E4I »44I HfXC<49 33 *20- 

f PEEK 1 76 4 1 - LBS1**(XC>19)*20 
GL 1348 IF PECK C764) =44 Oft PEEK f 7B4J =108 

THEN POKE 53279,0 :POKE 764,235 
VH 1350 GO^UB 1BO 

BJ 1360 It HB=B THEH L=0:GOTQ 1470 
EM 1370 IF €>1 A HO «t<^(t-l J B> THEN E"E" 
l:GOTO 1370 



LC 1380 IF t-B5 THEH L=0:GOTO 1510 

PC HOB IF HOP IE, 01 AND E < = N0 THEN E=E»1 

:IF C<>65 THEN 1390 
KG 1400 IF E = 65 F HI N 1 B : corn 1510 
HH 1410 IF XC=f> CC j fl> THEN L = l ; GOTO 1436 
n 142« L-e 

IU 1430 IF PEEKC7E41033 OR L=6 THEH 1470 
HC 14 ih PO*E 76 4,255 

HU 1440 IF E=NO THEN P £E , 03 =0 i P (Ej II =B : HO 

=HO-l;CHAN=l :G0TO llfiB 
HH 1450 FOR K=Etl TO NO : FOR M=B To 1:PCX- 

I . HI -V [*, Hi : NT HT H: NEXT X 

HB 146ft P EHO r BJi=0^PCHO, 11 =6:N0 = HD-A |CHAN= 

LlfiOTQ 118B 
HB 147ft IF STRICT B>=i A«P PEEKC7641 O 1 J T 

HEM 1B1B 

fil 14 Bft IF L-l THEH P f E , Li =Y £ i CH&H=1 : GOTO 
11 Ofl 

HA i 4 a:> IF «0-B ANP KC>0 THEH PCl,0)=O :P{ 

1,11=B;P(2 J BJ=XC :PC2,ll=VCiCHRH=l;N0=2 
IfiUft MRfl 

BZ 1487 IF «0 = 8 THEH P CI, BTJ -0 : P CI , 11 =VC : C 

HAH=l:H0=l : GOTB 11BB 
KI 1490 FOR K='MO TO E 5TEP - 1 : FOR H=0 TO 

I I P (H*l, HI SP . HI I NEKT Hi NEH T K:PIE r B3 
=KC;PtTE r ll=VC:NO=NO+l : CHJ3N-1 

OV 1SBB POKE 28160+HC, VC ICULDR 1 e PLOT XC* 
K+7,2:GOT0 1186 

JC 1510 LOCATE KC*K*B, VC*Kl+4 , Z : FOR H=B T 
0 11 COLOR HOT Z:PLOT XC«K + 6 , YC»K1»4 : C 
ftLOR ZSPLOT tfC»K+6, VCNK1+4 : NEKT M 

rr 15ZO COLOR 0 : PLOT 319,7* 

flj 1530 POKE 68 , 64 ; POKE B9 X 155 : POKE 87,0 
XP> 1540 POSITION 14, 14 IT XC ; '* " : POSITION 
26,14:? H-YC J " ": POSITION: 23,153^ XC 

'3Bi" ItCE 11 
VH 155B POSITION 23,16:? E5 C £L=fll *X4t4l t C 

L-Sl RI+5431 ; : IF L THEN f j 15-p CE , 11 

I II " 

PO 1566 ? h " : TF E=65 flHO CSTRIECftllB 

OR PEEK f 7641 SiJJ THEH ? CHR5C2531 
5R 1S7B GOTO 1260 

22 16 BO H=U5RC27586, 3734^/37394, 01 : H=LSRC 
27 58 8, 40 52 6 j . 0) : POKE 68,64: POKE B 

3, 15fi:iP0KE 97 t t 

IN 1590 ir CIIOH THEH GOSUB 32flO 

flL 16S0 RETURN 

JV 19*9 REH mil 

ON 2606 Jt = U-SR C275B8 , 4B520, 40353 P t> 1 POKE 7 

**> 255: OPEH ttl,4,0,"Kl^ 
HC ZB1B POSITION 6,12: 

JUglJUIJTI. 

CO 2020 POSITION 9,14:? 'f]l Load Mavcfom 

Ql Sawtr HivvforH" 
IH 2034 PETITION 3,15:? "Q> Load AP5R 

Ql Sivit APSR" 
AS 2044 PB^ITTOH 12,23:? J M I t© exit" 

ZJ 2050 GET HI , O : IF CP<49 OR PJ321 AND DC 

>27 THEN 2050 
NC 2060 CLB5E Wl 
T5 2«7 6 IF P=27 THEN 14 IB 
ID 7B80 X=USB {27568, 4B3^0. 40959, 83 
EJI ?H9fl PO^lliUN 4,2J:' r.?[fD-F1 OR [> = &£) 
K5+54 7, CB = 51 OR ft- 52 1*5 +5 511 ; G5 t CD=SB 
Ofl B-321 KO+557 , fP=56 OR P=521 *B*S64? ; 
ZR 210ft PO^TTTON 20,23:? " I4-4*1 UJ ^jiit" 

FtB 21 lO IF P=49 Oft D-T5 J, THEN OPEN ttl,6,ft, 

"P :*.«??": GOTO 21 SB 
HL 2120 OPEH HI , b , O r "D : * . A"?" 
52 2130 FOR X=l TO 24 iPO&lttOH 2 + 13*tM>81 

♦IT*fX>lS3 -CN>91 ,13+X-0M£N>4I~PWCX>161 

;IF X<1« THEN ? 
GJ 2140 ? X; M 3"tNEWT X 

Ofl 21 HB TRAP 2174: FOB X=l TO 24: INPUT HI, 

AS 

UH 21 6ft Z.±VALCASllZjl3}) i POSITION 4+13»CZ 
>ai +13«IZJ 161 ,13+Z-8»CZ>8J-8*(Z>16J ; ? 
A$ f 3 . 101 : KENT X 

HH 2170 CLOSE ttl 

JP 2180 POSITION 1,14:7 "HNfCtl File HQ.?" 

; : OPEH ttl, 4, «,"£[» 
KG 2190 GET 1*1, H; IT [X (4B OR X>5?1 PHD H < 

>27 THEH 2l9fl 
ZZ 22ftO IF K=27 THEH 2410 
PZ 2210 t*= £M-4B1«14 t ? CHRS IHY : 

Kk ^Zit C.n til., H:TF l*t.4e OH Ki ■■.•■■] fiNG Hi 

>27 AND X<> J26 AHB HO 155 THEN 2220 
AI Z23Q IF K=27 THEH 241ft 



VB 2240 IF X=126 THEN CLOSE tl J : rr, T T T fiM 1 

0. 13t7 " ";COTO 2160 

TN 2254 If- K- .115 TIIFH H M/ 10 : G-DTO 2280 

Vft ZICD H-H+X-4BE? CHR5(Xl; 

AB 7270 IF H>24 THEH POSITION ib,U;"' H 

"3CLSSE 111: COT □ 7 1 HO 
CV 2280 CLOSE 1*1 i If ft^4 5 OR ft-El THEH AS = 

■■D : n .H" : Oi (LEN TASJ +ll=5TflS (M> r DP E H Dl, 

bj O, Si: IHPUT HI, AS : CLOSE HI 

r.r ?7?ti tf o=50 OR P = &2 mtH n'j -<t>t*.A a *sa 

S4LENCA$1+11 =STfl5CW3 : BP E H NJ, ,6, B, AS; IH 

PUT Nl,dt:CLPSE Bl 
AB 23ftB IF ft« C5,13J="FftEE SECT" THEN F=ll 

K^USRC2758S T 4052Q, 46359, B3 :EOTO 2440 
UK 2310 F=0 

TH 2320 A$(l, 2>="P; lk : A5(1S1-^TRS (H3 

OU 2330 IF D = 49 OR THEH A$ CI 1 , 1 21 =" . 

H":GOTO 11BB 
EO 2340 AS £11, 121 =*' . rt" 
ET 2350 X=U^HC?75B8, 46520, 40959,03 
IU 2360 If t[ft=49 Oft 0=511 AND SCR> OR f E 

P=5ft OR P=521 ONft NOT ^CRl THEN GOSUO 
420B 

JA 237ft FOB JES! TR LENIASllIF ASC2,£1?" " 
T HI N POP :ASCZ,Z + 33=AStll,LEN[atJ> |4j« 
fZ*41=" " : G-OTO 2394 
UC Z3BB MFKT Z:GOTO 2400 
EH 2390 IF H<10 THEH A*iZ*3>S" '< 
PV 24 Ofl ON P-4B GOTO 2SOB t 2648 r 2788 , 2600 
AH 2410 X=USRC27586, 40526, 40*«¥, B> ;CLOSE 
ttl 

AO 2424J RETURN 

PC 249* REH Ig.T.T'MUJJiTTT 

ES ZE4B IF F=l THEN POSITION lZ,17s? " gH 
■ J J*t=tlU" : FO R H=l TO 2flB : NEXT H:X 
= USR 127568,4^520, Dl : RETURN 

tA Z31B OPEN ttl, 4 , B, AS: POKE 850,7:pbke n:> 
2, 236 5 POKE B53,109:P0KE U«b,2BiPBKF 65 
7 r 6:X = USRCAORCBSl ,161 t GET til , I TH : CLOSE 
HI 

VI 2520 POKE 27026, LTH : POKE 77994, LTH 
EP 2530 GOSUJB JBflB i RETUftH 
OJ 2599 REH HlHIliffl 

GU 2640 IF F=l THEN POSITION 12.17:? fJTl 

Miinminm: u - : f op x=i to zoo; next x:m 

=USR f 27 B4B, 44520,40 95 9, 01 : RETUHN 
EV 2610 OPEN Bl r 4„0,A$ I POKE 850, 7: POKE BS 

2pB;PDKE 653, 110; POKE ABA , 4 i POKE 857,2 

; K= US R ( AO R ( B5 1 ,161 :CET ttl j NO 
KR 2526 FOR K=B TO NO e GET ttl , P : P tX , 01 =P i G 

ET ttl,OlP(M, 1J=P:NEXT H 
FL 26 SB FOR X-NOi-1 TO 64 : P (M , 0 1 -0 f P IK , 1 i = 

0 : NEttT X : CLOSE ttl 
EV ZE4B GOSUB 3166: RETURN 

hf 76*9 reh nsnm*rm4A,T-r. 

PC Z70B IF F=l THEH POSIT EON 12,17:? "Pi 1 

eomt? "i : INPUT CSlXF LENCCSl>6 OR LEHC 

Ctl <1 THEN 2746 
RU 27±ft IP FS1 THEH ftS="" : A5 CI, 23 £"p 1**1 AS 

iSJ-CS^ASCLEM EOSl +13 , W h ! flS CLEN C AS J +1 

1-STRS CHI 

MY 2720 OPEN Hi , ■ , a r 4$ : POKE 850, II ; PUKE B 
52, 236 : POKE a S3 r 109 ; POKE 656, 20:K0KL B 
57,0:X=U3RIAOR[Bf3 ,143 :PUT ttl , LTH 1 CLO* 
E ttl 

EE 273B XSU5R C 27 58 8, 40520, 44 9S9, ft J : RETURN 
OH 27^1* REM e ,-f!l3U'L^^13i^ 

ST 2S0B IF F=l THEN POSITION 12,175? "Til 

enane ";tINPUT CBjIE LEHCCSl>a OR LEHC 

C53 tl THEN 2 a BO 
OK 281ft IP F=l THEN A S= "" : A 5 C 1 , 2) S 4# B e " s AS 

E33 -CS :OSfLEHCASj id," o» :£ ,S ELEH tftSl +1 

1=5TRS CHI 

10 2fl£ft OPEH HI ,4,4, fiS; POKE 854, 11: POKE 8 
S2,Q:P0KE B53,11B;P0KE 856,0:PDKE B57, 
£IX=USR(A0RCBS1 ,161 :PUt Bl , HO 

AK ZBSB FOR X = 8 TQ KOiPUT H-l , P EH , B3 : PUT tt 

1, P CK,1J SHEXT Kit CLOSE HI 

EJ 2548 K=USR C27B4B, 4H57B r 46 959, 63 : RETUHH 
XE 2999 REH I il:M»'1T.WaJiTjTr 

ZR 364B CO SUB 4504 : COLOfl 1 i PLOT 11,4+115- 

PEEKC£414013«K1 : ST=llC=B 
ZA IB 1 B FOR X=ST TO LTH I IF 11+4*H+C>312 T 

HEN POP : COLOR O : PL OT 319,79: POKE 84 ,C 

4: POKE 69, 156: POKE 47. 6: RETURN 
UZ 3620 PR AWT 0 11 t£»K+C, 4+ CIS-PTiEK C2614B* 

XI 1 -t*Kl : HEM.T K : C-C + 6*LTH : 5T-Q : GDTD 2a 10 
OS Mi? REM 10 T.TTI^ I 

CB 31B4 H=USfl E27504, 37ZE4 , 4B453 , 01 
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AHKAWMD 


T .60 


1 AlDB 


ASTRO DHOID fl« k 


R.ya 


B.SC 


COLOHUt CHEBB +.C- 


8, 




CONFLICT IN VIETNAM 


■■ -i.ua 


16.9B 


CHUMiLnCHiHB mn 


a.nj 


ti.DB 


CAUBABE IN EUROPI 




1-B.5C 


QMDME RANG Eft 6*L 


E.-50 


LH 


BHUlD 


E,*# 




f- 1 B 1TKIHI UfLE 


a. so 


U.TS 


FOOTiALU PORT UN« 


ii" 


1 S.H 


PVUR UTAH GAMH 


4. as 


AM 


DAUNTLVraAk 




l i .7 J 


atu ntletideep ■puho.eqh 


4.3 5 




JIWlLtD' BAflKHUf 


mn 


M.T5 


KENNEDY APPKUCH 


B.BO 




LUQjn BOARD 


M .50 


12.T& 


LEAH in BO A R 0 






TOURNAMENT 




B.Q0 


LIVING 6AVLIQHTB 


B.» 


1U.S5 


M IRC EN AftV CDHIPIHDIUH 




1*.95 


PHANTOM 


B.BB 


fl-OB 


SCRlAHINQ 


*,Bfi 




SILENT BEHVKC 


&.E0 


flTE 


fllLICON PAEAMB 01k 


1 ?,T3 


1 2.7 5 


AO LQ FLjOHT 


B.AO 


ia.7» 


SPACC lOBSTERB 


fl.ua- 


a. so 


tpiHBIZEf 


a. bo 


1 ?.T!i 


BPlTFiRI 40 


T.9f 


in.fi 


TOMAHAWK P+k 


a.sa 


13.7= 


TRIVIAL wmu IT 


12,79 


1&BB 


WC«LD CUP mANAQEA 


a. bo 


m.-aa 



23** BAKER STRUT 

ALT. HEAUTViDAJHQEOH 

FLIGHT SIMULATOR !■ 

AUTQDUBL 

QfTTVABURa 

GUILD OF THIEVES BAh 

LURKItM HORROR 

M1HL office: II 

PAWN B*L. 

H RATES BAP BV COAST 
RICK. HAHBOH 
SUPERSCRIPT 

DU DGET CASSETTES 

1BO 

CAVERNS 0* KAFKA 
CMCATHLOF* 
DIZZV THCE 

FOOTBALL MANAGUA i-fi S 
FOUR QRBAT QAUE3I 
FOUR CHEAT DAMOVqU 
UN CUE 
PHHH 

POWERDCWP 
FAMTHCA 
• TDHU 

STRIP POKER B4k 

■unvivofls 

TABLE FOOTBALL 



1fl.BE 
ir.ua 
30,94 
It.M 
26. IB 
1MB 
2.1.BE 
ITSf 

in. as 

t.«B 

n-iB 



7 aa 

2. M 
1,RB 
1.93 

■3.95 
Mf 
2.94 

t,*e 

1.9 5 
i.ua 

3. «B 

S.flB 

2jBE 



Orders om £S include postage otherwise please add 50f> 
Cheques PO f S Access number toi- 
SUNARO SOFTWARli(P6) 
P.O. BOX 78, MACCLESFIELD, CHESHIRE SK10 3PF 
TELEPHONE <062S) 2522S Ml CROHN IK MAGS 602 3 _ 



2 BIT SYSTEMS 



MASTERS OF SOUND 



CHRISTMAS SPECIAL 
OFFERS 



REPLAY 



SOUND SAMPLING SYSTEM 

TAPE/DISK WAS £39.95 NOW £35.00 



MIDI MASTER 



M MIDI INTERFACE & SOFTWARE 

TAPE/ DISK WAS £39.95 NOW £25.00 



KraHiin»W»T7 ^ MACHINE 

HARDWARE & SOFTWARE 

DISK ONLY WAS £29.95 NOW £25.00 



MICRO VOICE 



_ LOW COST SAMPLING PACKAGE 
DISK ONLY WAS £1 9.95 NOW £15.00 

HTTH I ■! ;1Ml t jI I U nrrwanE drum MACHINE 

TAPE/DISK WAS £6.95 NOW £5.00 

ALL PROGRAMS RUN ON ANY 4SK ATARI 
PRICES INCLUDE VAT & PAP 

SEND YOUR CHEQUE/PO WITH YOUR ORDER 
OR AN 1 8p STAMP FOR 
OUR FREE CATALOGUE TO 

2 BIT SYSTEMS LTD, 
395 HITCH IN ROAD, LUTON, BEDS 



LB 3116 POKE 4(,14< : POKE 8' j 145 1 PBKE 67 , 9 
I COLOR l:PLD1 6,4;BRAHTO 6,?4:BRp.HT0 3 
13,74sFL0T 31* ,75;BR&HT0 5 . 7S I OROHTTD 5 
,4 

HN 3120 FOR V=5 TO 75 ST EP 70/5* PLOT 7 . Tf : 
PLOT 7,T-l:MEXT Y if Off M=6 TP US STEP 
3a7VlO.2AiPL0T K,?3:PLDf H~l . 73 : NEHT X 

DJ 312S IF RO=l THSit PLOT P<1 . BJ »K*7, 4+P I 
I j 1 J *t(i " GOTO 316P 

TH 3130 FOB M-i TO 63 i PLOT P 4+P 
CK,l)«Ml: DHftHTO P + * ,8m + 7, ++P tM + i . 1 

ZT 3I*0 TRAP 3150 I IF P(H+2 f 93 ^0 THE» POP 

:GOTffl 3160 
L k 3 ISO MEKT H 

3160 COLOR 8 J PLOT 31*, 79: POKE ae r 64:PU 

KE 0»,llitiPOIICF S7,8!TBaF 4O880cRETURH 
LP 319? HEM WWEWII^ia»JiadjB»JSOg 

EI 3?B8 H=U5ff II750&, <aB2P, JR^ B3,81 

PF 3210 POSITION J,iBi? 'UMlW^ l T^bEMS 

r^m*,l»1»1.ll:El" 
RF 322:« tt=U5H ta?MB,Zai6e # 28671 4 15J 
C J 3238 POR K=l TO 63 

RK 3248 IP PfK,il=PtK+l,i* THEH W=USR127* 
«B,2fll58*PCX P 81 ,30168+P«H+1«81 * PtK,lJO 
iGBTB 327fl 

DM 3?ia V=P EH. 13 

EA 32GB f OR C-PIK^BJ TO HK+1,>1 3PQKE 281 
6.8 +C , V 1 V— Tit- CP IK+l, 11-P CK,13 J / (P t«*l ,» 
— p CM ,913 : HEKT C 

JT 3278 TRftP 3288= IF PCH+2,HJ=0 THtR P8P 
3CDT0 32?e 

HC 37 DG MEHT K 

EB 32*0 X-B5P 127586, 40726,48751 j fll :RF,Tlift« 

R2 3 49 9 HCH run n*«i nH a—trn PCilRIR llJniJ 

EB 358* M=USB (i7*8ftj 4662G , 469^9 j 0> 

jb jsiB po^ITIOH o,12:7 " bb«bWbbbbbbbbW4»s: 

16:? LI1H 1 1 — hltl 

HP 3S20 OP1" «1,«a»j' 1 P:B0DT .Dftr-fPDKE 85B 
,11: POKE B52 , 236 : PflKL 653 ,lGTiPB«E BB6 
jZB^POttE 8S7-2::«-BSRI6DRCB5i ,161 
OS S53B FOB *-0 TO 64 : PUT HI . P IK , 81 ! POT H 



1 , H IXjl) : HE XT MSPUT Ul.PlOlPUT ni,LTH;P 
UT tf 1 j PURE : PUT H-1 , F K r P UT l»l,PEEK 
10 354B C-LOSE Bl :K = USB CZ7BBa,4B520r*O»5* J 

Bl ; RETURN 

WL JSV} REM rjl»TOTJ;lEM**i1 1 ^inilJBVl^Jl^jJ 
46 4000 OM (PEEK C2B9I - U GOTO 4020 
E z 4ftlO POKE 2:? 61 9,56: PO tiE 2 7 82 8 . 2-1 i L P6K E 
27821.1; POKE 27972, 7: POKE 20*,i:ReTUP 

N 

PK 4830 POKE 2 78 1 * j 24!. P8K E 27B26, 1851 POKE 
Z7021, 2:P0KE 375T2,3:POKE 2B9,8:RETUR 
N 

U5 <B»1 REM ajBHTT-l'l .I'll H J"^ 

1.1. 1 41B0 PUHC= MOT PURE: RETURN 
PE 419* HtM lrtTirl']R]^ 

KU 4280 Hi US ft 1 2 74 BO +4 7* ( "OT 5CRJ3I*CR= ■ 
UT SCR ■ RETURN 

gr 4299 rlh ijSFfrmmLmfcUdAM 

WL 4369 FX- NOT FX I RETURN 

ag 439? him irnHMrl PTTiaiia ^iB 

Bi 4408 POSITION 23,14:? GS t205 , 298? i X-US 



r T 77Bb&+S*t IFX^lJ -118* lPUftE=l> J t RETURN 
NS 449* REM tTMl J J J.l^iB^W ;U aailU 
CZ 4588 XsUiRt2?58B> 4466* ,37^63,81 
.-i .J 4518 POKE 00 j 16 : POKE 69 , 133 3 POKE fl7,li 

CBL6R 15PLGT lB,4;PRAHfO 18 , 74 i ORAHTD 

ill, 74: PLOT 312,7Sl0R0MT0 9, 75 : 6R0MT0 

*, * 

UP 1B2B FOft V=5 TO 7S STEP 7 l B^SiPL0T 

IPLCT LljIf-llNEKT YiFBR K-18 TD 312 ST 
EP 362^5:PL0T X,73iPL0T M-*j73:NEXT K 
PR 4538 CDLDH OiPLOT 31* j- 79 I RETURN 
ftT 4549 RE f URN 
SG 19999 REM Fffc44fTi4J li<.lJ 

By 2 OB II B tRflPHICi Z4:P0KE 559>BSSETCOLOR 
2,fl,*tSETC0L0P i jOijO JSETCOLOR 1 , 8 , 18 i P 
OK E l&j B4:P0KE 33774,64 

TZ 29810 BIM PC64,1> ,H* *7i J GSC5731 ,AS C14J 
, C S 1 1 61 IB*-' 'htihELUEJ" : Gi 1.573) — "f 1 1 « =1 86 
/512:Kl=7 8/15:POKE 729j 12 : PDKE 73« j 2 

TK 2U028 OPEN T*l, 4,8 , "B :MT A . DflT<< I POKE 8 5 

8,7 

FF 2803:6 FOR K-i- TO 3;REftP C,H,¥,S:P0KE 0 



'i? * C \ POKE 853. U: POKE fl-56 , V : PDKE SS7,1; 

!&=USft(ABft£e5» ( 161TBEXT K 
OM 20848 POKE 56-8, 6: POKE 5Bl,126 
BG 2BB58 BdTA 0 , 6 , 285 , 8 . 3* j 167 , 139 , 2 , 8 * 1Z 

B,6,l 

HL 7B8B8 C-APR (GSl 2 H=1HT f 0^256? - PDKE B5Sj 
HIPOKE 052 1 C W*25B : POKE BS6, fcl:POKE B5 
7,2 it=USBeflBfit053 ,16J ; CLOSE ttl 

PC 2889* REM nftTJIi»:llrfM—:artid 

FV 2G18B OPEN Hl,4, B,"B : BOBT • OBT" '- POKE 8S 
@ , 7 : pgkt u^z,-z36;PnifF b& 3 , 18)9 1 MM Q^l. 
, 28 ; POKE S57, 2 :H=USHfflBHtB5J , 16J 

fl.P Z0118 FOR K-8 TO Ci+ : GET Hl> B i P CX, 81 =Dl 
GET 01 P P:PCX,L>=B:NENT KlGET Ml, NO; GET 
tt L ,LTHi GET HI. PURE i GET B1,FX 

OJ 281 IB GET ttl,H;PDK1! Z09 ( M : CLOSE HI 

FH 28120 POKE 559,34tG09MH IBOBt&OSUB 42* 
0:GD5JB 3106 r IF PEFKtZBSl THEN VtyK* 3 8 
9,8:G0 i iUB 4B86 

CT 28J3B POKE 27828 . LTMiPDKE 27 998 , LTH 5 PO- 
KE 752,1: POKE 02, BY POKE B-B , 64 : POKE 89, 
156: POKE 87, B 

HD 23*?* REM GraEjjTOEH 

ZV 74GBO POKE 88 . 64 1 PDKE 69 , 156 ; TRAP 4BBB 

IT Z4O10 POSTTTOM 0 , 12 T ? G S I SC En*48 1 1 , SC RW 
40+391 1 

VA 24B2B POSITION 23, 14 : ? G5 fill , Z.B*] 
PC 2483B POSITION 2 . M : "? "Bound tVP* 

$ C PURE i*4 + 61 , P JR EWA * 64 1 
HZ 24848 POSITION! 2,15:7 "QiStort ion ! " ; G 

S tFX*3t89j FX*3t?H 
SU 24050 P05XTIOX 2,16 5? "BiSht show 1 " ; G 

t IPE EK (2 091*3*84. P E EK £ 269 J »3t ? 1 ] 
ZV 246fifl PGM T ION 2,18 1? "[i3nnf igur-e Boot" 
«0 24078 P n*i ITIDH 2,19:? "ffli*** ■ ; ( (SCfl = 

B**a + 95., ISC»=83 #a + 102i 
HN Z480B POSITION 2.28 1? -'Sdif ' 
GJ 24898 PDSltrOM 2,21:? "P^o" 
ZZ 24108 CHfcNiOilF SC»=8 THEN KC=8:YC=*V* 

L = 28 

r If £4110 IF SCff=l THEN MC=128;VC-BtKL = 512 
BX 24128 M-USRC1664J :GOSUB H I GOTO 2 4 800 
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TURBO BASIC! 



MAGIC WINDOW 

by Les Howarth 



Here ta a good example of how fast TURBO BASIC can 
handle players with an unusual effect which could be used in 
your own programs. You are confronted with a blank screen on 
which is written an invisible message. As the characters are the 
same colour as the background you cannot see them. A player 
missile is used as the 'magic window' to reveal the message. One 
possible use for this effect would be to create an invisible maze 
and then use a joystick to move the window in order to find 
your way round the maze but there must be several other 
applications, 

HOW IT WORKS 

Two players are used. Player 0 is used as a frame while 
Player 2 is used to create the magic glass. Both players are 
stored in PM$. I should point out that line 10 must be typed in 
first to ensure that PMft is the first name in variable name table 
otherwise the program will not work. 

Ky moving the dam within PMS, the players arc moved 
vertically quite fastj so fast in fact that the players are moved 
from the bottom to the top of the screen instantly. PM graphics 
are set up in PROC SETUP at line 340. Here is where PM$ is 
re-directed to the PM storage area. Turbo Basic automatically 
clears arrays and strings when DIMed but in this instance we 
need PMS to be filled with hearts. Line 390 is a quick fill 
routine which can be used to fill any string with any character. 
BS is the shape of the window while CS is the frame. 

There are a few T examples included of the special features of 
Turbo Basic which I will mention in this brief run-down of the 
program. The dashes in line 100 are obtained just by typing 2 
dashes only, when listed you will find all 30 dashes shown. One 
thing to note, if you want to put in your own message* is that 
there is a semi colon at the end of each print statement. 

Lines 1 10 to 280 are an infinite loop. The IF statements on 
lines 180 and 200 are NOT followed by a THEN. Make sure 
you type the colons where you would expect THEN to occur. 
The only jump out of this loop appears on line 160. Bv pressing 
START, SELECT » or OPTION, the program goes to PROC 
SLOW on line 300. 

The SOUND statement with no parameters turns off all 
sound, PAUSE is a quick way of producing a delay instead of 
using a FOR/NEXT loop. 

NOW FOR THE MAGIC! 

The L magic' is performed in line 430 where the 
PRIORITY register is set so that the pJayfield (in this case 
capital letters) has priority over Player 2. So there the secret is 
out! What really happens is that wherever Player 2 is on the 
screenj the Player only covers the background and not the text 
thus framing each character. 



KHHHWHH K tt-M 

Eci 2 HEM m nar.Tr HIND OH DEMO * 

*f H 3 REM M J.N I UFIU-ij BASIC W 

CC 4 HEM * by Les ttouar in ■ 

IZ S REH * # 

RK 6 KIM * Pnot fa PMCAZIHF - ENGLAND * 

CM 16 DIM PN5 (1624) , Bi (343 , C$ C42J , BLANKS C 
42i 

OK 20 EH EC 5ET_UP 

PC 30 FOR 1=1 TO 2 

TH 4B ? H6:" * P*GE 6 MAGAZINE »"j 

GL 96 f ** j" *, -TURBO BftSIC.,.*"; 

BV 6& ? tl6;" *,.HAGre HTNQOH, 

OP 78 ? tttj" . .DEHD . . . DFMCt. . 

vy sb ? HG;" * ay Les mqmartih w» ; 

IK 5B HFKT I 

OO 160 

VL LIB DO 

H-i : X-491 Hl = 44 :V] -niE, : Y-22 
PMS Cf , Tf+*2J=C$:PT« 1*1,114181-6$ 
FOR V=3B TO 174 5TEP G ] f 1 - r i + ft 
ft HORIZONTAL 

IP PEEK [53 279) 0 7 THEN EM EC SI- 



PS 1Z0 
NH 138 

«:. 14 0 
PT 13 B 
MF 160 
OH 

ten 17B X = X+h : X1=M1+H : POKE 32Z4a r H;P0K 

E 5?25B,K1 

II liB if M>2£0 : H = -l i Bjfl^B^^ 

(m UCHTICdL. 
5C 110 EN DIP 

JB ZO0 IF X(lZ:H=l:<iB||N[> O , 16 , 10 , 4 : GO 

» VERTICAL 



EL5E 

50UHO B r H,fl d 2 

Edit HORIZONTAL 
tNLHf 

tt VERTICAL 

PHStV. V+42J=C$ :PM5 ITlj ¥1 R 



HL >' I II 
BI 

BN 230 
NT 240 
PU 250 
MI 2GB 

• 

EH 270 HEMT Tf : PMC fV , V + 423 -BLANKS : PMS (VI 

, Y1+38>=HLAHK5 
HL 29 0 LOOP 

PH 298 

NL 388 PROC SL0H 

LK TIB SOUND iPAUiE 3 

UP 3?8 END PROC 

OH 338 ~ — 

FA 34R PROC 5ET_UP 

FI 350 GRAPHICS 18: POKE 559 r 62 ; I -PEEK (1 
B61 -16 

RH 368 POKE 7 64 , 11 A ; P DK F 70* ,199 [POKE 7 
18, 8; POKE 712 j Hi POKE 789, 222; POKE 78B , 
0 

TE 370 POKE B4*79,I;PQK£ 5 3 2 7 7 j 3 ! VTSDPF 
EK (1241 

FT 3BB AT-DPEEK C1401 t or r~I* ? 55 + 1824- A I i 
BP8KE OT+2 , OFF : POKE S3 7 56 , 3 : POKE 53296 

398 PM$tl)="¥-;PMttlBltO ; PMS C21 = 

PM$ : BLANK 5 -PUS 
KK 4*8 BS="¥**»**T*?TT7???7?7????»???r? 

AH 4ia c5='*¥*V*V**UJai3I333333333333?: 
13 3 3 3i3J»*»»»» » 

UH 438 Vl=536:Y-22 
PJ 43 B POKE 6 23,2 
UU 440 F HD P R P C 



YOU CAN DO THIS! 

So there's another example of Turbo programming. Can 
you do better? We*U pay you £20 for a good example of Turbo 
programming. It must use the features unique 10 Turbo and be 
well structured and it must fit on one page, Please also include a 
brief explanation of the program. Anything will do, but try and 
make it something that uses the unique features of Turbo Basic. 



WHAT rS TURBO BASIC? 

Turbo Basic is a new Basic language for the Atari 
originally published in the German magazine Happy 
Computing who retain the copyright but have released the 
program to the public domain. It adds over 60 new commands 
to A tari Basic t runs three to Bve times as fast, is totally 
compatible with Atari Basic and comes with a compiler to 
compile any Atari BAsic or Turbo Basic program to run at 
machine language speed. You should be able to get a copy from 
any source of Public Domain software such as your local user 
group or the PAGE 6 Accessory Shop, 
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Alternate Reality 
The Dungeon 
Datasoft US Gold 
48k Diskette 
Price £19.99 



GAME OF THE YEAR! 



Reviewed by 
John S weeney 

About eighteen months ago I got a 
copy of a mew game called Alternate 
Reality - The City, It looked very good at 
first, but in-depth playing of it 
highlighted many faults and 
shortcomings. Despite having excellent 
sound and graphics, and a good basic- 
concept, it wasn't much of a game - just 
lots of mapping. The documen[acion did, 
however, hint at future scenarios and in 
my review of it back in Issue 21 of Page 6 
I expressed high hopes for Alternate 
Reality if they actually developed it into a 
game. I have since learnt ihat The City 
was actually bought in by Datasoft and 
hurriedly finished off to meet a deadline - 
that explains a lot of things. 

The Dungeon, on the other hand, 
was written by Datasoft and properly 



developed and tested - both as a program 
and as a game. The result is that they 
have removed every single shortcoming I 
found in the City and have produced a 
superb Role Playing Fantasy Game, It is 
without doubt the game I have enjoyed 
most so far this year. 

The game starts with your abduction 
to another reality. You stand before an 
archway surmounted with ever-changing 
numbers. You step forward through the 
archway and the numbers freeze to 
determine your Stamina, Charm, 
Strength, Intelligence, Wisdom , Skill, 
Wealth and Hit Points, plus various other 
characteristics such as Speed about which 
you are not given full information. 

You find yourself in a Dungeon 
corridor. The top of the screen has 
colourful bars displaying your Name, 
Level, Statistics, fixperience Level, Hit 
Points and Current Location. There is 
also a small cross spinning to indicate the 
passage of time. Press P immediately to 
Pause or time will keep passing and 
eventually you will be attacked by 
someihing nasty! The bottom of the 
screen contains details of what is going 
on, all in very readable archaic- looking 
script. If you are in an encounter with 
someone it shows a list of your actions — 
Waylay, Snatch, Leave, Attack, Charge, 
Aim, Transact (= Talk), Offer, Bluff > 
Trick, Hail, Switch Weapons, Turn and 
Run and so on. These are always 
presented in easy to use lists - just press 
the corresponding number to choose your 
action. Anything which a denizen of the 
dungeon says also appears down here - 
and some of them have quite a lot to say! 
As well as the numbered lists of actions, 
you also have available to you the 
cornrnands C(ast spell), D(rop Item), 
Efxamine spells or items - Inventory), 
U(se an item), P(ause the game), G(et an 
item), S(ave the current game position), 
and Q(uit), These are always active where 
relevant and many of them display lists 
through which you may scroll F(orwards) 
or B(ackwards). You can also scroll back 
or forth through your status screens, 
using the SELECT and START keys, to 
view your wealth, current armour and 
weapons, your apparel, active spells, 
current curses and diseases. 

All of this information appears 
instantaneously on request and overlays, 
without destroying it, the current screen 
contents - all this makes the user 



interfaces extremely easy to use so that 
you can concentrate on playing the game 
rather than trying to fight the 
programming! 

In the centre of the screen is a 
graphics window which shows your view 
down the corridor. This is a 
three-dimensional view of the corridors, 
chambers, archways and doors ahead of 
you. As you move, using either the arrow 
keys on the keyboard, or the joystick, 
your view of the dungeon scrolls 
smoothly by. Your compass if you have 
one appears to the left of this and is 
updated instantaneously as you turn 
corners. The details of the stonework 
make the dungeon most realistic, and this 
is further enhanced by the clever use of 
colour to differentiate between various 
parts of the dungeon. Furthermore many 
parts of the dungeon, such as the Crystal 
Caverns and AcrinimiriTs Tomb have 
completely different walls. 

The 3-D scrolling was the main 
feature of the City , in the Dungeon it is 
far better - smoother, better looking in 
the distance and mure varied. 

As you head down the corridors of 
the dungeon you will undoubtedly 
encounter various of the inhabitants. It 
does take about 15 seconds to load an 
encounter (this is the only pause in the 
game, apart from a similar load as you 
enter a new area of the dungeon - all 
other responses are sub-second). You will 
Then be presented by a picture of die 
character facing you in the corridor and a 
list of possible actions. 

Your moral behaviour is important in 
The Dungeon. You will never get far 
unless you join some of the Guilds and 
learn their spells. But there are good-guy 
Guilds and bad-guy Guilds and they will 
only have you if you conform to their 
view of morality. Giving food to paupers, 
not stealing from people you meet, and 
going to chapel regularly are an absolute 
must if you want the Guild of Light to 
have you. On the other hand, if you do do 
those things there is no way that the Dark 
Wizard's Guild will touch you with a 
barge pole! The instructions say that 
being a good guy is harder in the short 
term, but brings benefits later. I only 
tried being a good guy so I don't know 
what kind of problems you may face later 
if you are evil., but I can assure you life is 
not easy for a low level good guy! 

Friendly encounters may help you 
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gain information or enhance your moral 
standing in the community. Unfriendly 
encounters usually end in a fight] The 
fights arc fast and deadly. Although you 
can pause them if you need to think, or 
speed them up by pressing the space bar, 
you basically have four seconds to 
determine your next action before the 
other guy gets in his nem blow or spell. 
There are a tremendous range of weapons 
to buy } acquire after fights* or find as 
treasures in The Dungeon. Choosing the 
right one to use against a particular 
enemy may mean the difference between 
life and death. You must also choose how 
vicious your attack is - a Charge can do 
lots of damage but leave you open to 
attack^ an Aim may do even more damage 
but takes longer, or you may choose to 
use an artifact - there are dozens listed in 
the manual and lots more special ones 
which aren't. There is the Trump Card of 
Death; the Hypnotic Eye 3 the Wand of 
Fear (provided you have a Crystal to 
power it) j the Silver Horn and so on. Or 
you can use a scroll to enhance your 
weapon, or, if you have joined a Guild, 
you can cast a spell. There are over thirty 
spells listed in the manual, and others 
which are not! You could try and enhance 
your armour with a Protect from Evil 
spell or throw a Lightning Holt or a Cold 
Blast at the enemy - again learning which 
spells are effective against which enemies 
is critical to your survival! Especially 
when there is a group of them and they 
keep summoning their friends to help! 

Whoever' s Hit Points last longer 
survives and wins the battle, and to the 
Victor the Spoils. This is you main way of 
acquiring the countless artifacts and coins 
which you will need to survive the game. 
But the really good treasures come from 
exploring The Dungeon thoroughly . 
Hidden throughout The Dungeon are 
over thirty special artifacts, often guarded 
by particularly nasty creatures, Some of 
these items are required to complete 
Quests in order to finish the game, some 
enhance your abilities - but you will have 
to watch your statistics carefully to spot 
what some of them do , some are superb 
weapons or armour, some are deadly 
traps! There are also over thirty special 
locations where you get a full colour 
picture of the interior. These include 
places such as the shop you will find just 
around the corner from the start, equally 
useful but harder to find places such as 
the Dwarven Smithy and the Weapon 
Enchantress j and numerous places you 
will need to visit to either learn about or 
complete various Quests. 

The Quests form an important part 
of the game. You don't need to complete 
all of them to finish the game, but they are 
all worth doing - although where they 



conflict you will need to decide on the 
right course of action! For instance the 
Goblin King wants you to retrieve half a 
dwarven ring which the Trolls have 
stolen from him. Surprise, surprise, the 
Troll King want you to retrieve half a 
dwarven ring which the Goblins have 
stolen from rheml Whom should you 
trust? Or should you get both halves for 
yourself? Bui then what would you do 
with the halves? 

Your final objective (although it is 
not actually stated in the manual!) is to 
reach [he Doorway to Revelation on the 
fourth level of The Dungeon. Revelation 
will be a future scenario of Alternate 
Reality. 

This is not easy. Your first task will 
be survival. If the monsters don't get you 
then the diseases, poisons, curses, and 
deathtraps (like going through a one way 

'should only 
take a few 
score hours 

wall into a room you can't get out of 
without a key) will! And don't bank on 
finding the Fountains which heal, cure 
diseases and remove fatigue, or the Potion 
Brewery to help you in the early stages of 
the game. All these are well hidden where 
low level characters have no chance of 
finding them! One place which is worth 
locating fairly early on is the Dwarven 
Smithy on the second level - one of the 
few places you can get money from! Your 
second task, once you have acquired 
enough experience points^ by destroying 
the monsters, so that your statistics have 
increased to an adequate level., is to find 
enough Gold to join a Guild and learn 
some spells. Learn Conjure Key early on 
-there are lots of locked doors! 

From there on you are on your own. 
The Dungeon is vast and full of 
interesting problems to tax your ability to 
map. There are teleport rooms, rotating 
floors, secret doors and ail the usual 
paraphernalia of dungeons. You will find 
all sorts of wondrous areas to try and find 
your way out of - the Taurean Maze } the 
Loop } Felinor's Puzzle 3 the Hall of 
Mirrors, the Puzzle of the Three Doors, 
Mordred's Maze, the Room of Confusion 
and the final and deadly Gauntlet. The 
Gauntlet is a series of rooms on the third 
levels each guarded by a powerful 
denizen, leading to Death's Door - the 
entrance to the fourth level where you 
finally solve some of the mysteries of 
Alternate Reality! 



You are provided with a map 
showing a few of die rooms and corridors 
near the starting area plus the sewers 
around the first level (excellent for 
beating a hasty retreat to the safer areas of 
the dungeon - but beware, the map isn't 
entirely accurate!). You will need to map 
the whole Dungeon in detail to stand any 
chance of success - and because of the 
many confusing areas and traps you 
should always work in pencil on a 
photocopy! The first level covers 64 x 64 
squares - each successive level is a quarter 
the size of the previous one. 

Complete all the quests, join all the 
appropriate guilds, find all the magical 
artifacts, fight your way to the fourth level 

- that's all. Should only take a few score 
hours if you are good! For a final 
challenge you could try fighting the 
dragon on the third level (The Great 
Wyrm) - the easy way to complete the 
game is to fulfill the quest the dragon sets 
you, but he makes for a good light - he 
has about 2,000 Hit Points! 

You should be aware however that 
the initial version of the program has a 
number of bugs in it. If you have a copy 
that says V2.0 in the bottom right-hand 
corner of the screen while it is booting 
then you should immediately apply to 
your retailer for an upgrade. You must 
have V2. 1 if you want to finish the game. 
V2.0 had two FBI agents diat prevented 
you from bringing your character in from 
The City, plus a number of more devious 
bugs which make it impossible to 
continue play once you get deep into the 
game. 

There are also a couple of areas in 
which I felt the game was slightly unfair. 
Firstly, the Gargoyle's first riddle still 
doesn't make sense to me so I include 
here the answer - if you get stuck just go 
three letters back in the alphabet to work 
out what it ia: VKLSZUHFN- 

The second problem is payment;, 
currency in The Dungeon includes 
Copper, Silver j Gold, Crystal Jewels, etc. 
For some strange reason certain 
inhabitants insist on being paid in a 
particular currency even though most can 
be exchanged, e.g. one silver equals ten 
copper. Some of the denizens are also 
fairly secretive about what they actually 
want. You may save yourself a lot of time 
if you are aware that no-one ever minds 
being paid too much, as long as it is in the 
correct currency. 

The third problem is the Devourer. 
This rather nasty beast, can surprise you, 
suck in your most valuable artifact - 
without which you cannot finish the game 

- and when defeated ooze into a mess on 
the floor with no trace of your artifact. 
For this reason if no other you should 

continued flu page 67 
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DON'T MISS 
THESE GREAT 
BACK ISSUES! 




PAGE & back Issue* repr esent an excellent way Of increBHi.ni the 
enjoyment of yo\Jf Atari with articles to enlighten you,, programs to type 
la and reviews of software to guide you- Almost all of the content of past 
Issues will be as fresh and relevant today as when It appeared - increase 
your enjoyment now, before it's loo tat e- Disks arc available for all 
issues, containing all the 8-blt programs from each issue ready to run, 
and. they often include bonuses nut found in the magazine. 



ISSUE 20- GRAPHICS SPECIAL. A super special issue with a graphics; 
theme- Draw same masterpieces With GRAPHICS WORKSHOP and 
explore your graphics potential with Colour Palette, Preloads, Colour 
Attributes and CIO Slidcshow. An Ln- depth review of Prints hop end 
Graphics Art Department, the final pan of Display Lists and the 
Adventure column. 1 1 pages devoted to the ST plus a colour feature 
ATARI ART and ST GALLERY. And there's more! BLOCK BREAKER 
is one of the best games to have been published in any magazine. Don't 
miss it! 

DISK AVAILABLE - includes BONUS PICTURES for 
Graphics Workshop 

ISSUE 21 - A packed issue with games, TRAIN CRAZY* REVENGER 
and FORKLIFT. Utilities SCALEMASTER, QUICK DISASSEMBLER 
and Measuring Temperature. Programming bin I s. with lifting The 
Impossible, Error & Solved and THE GUIDE TO ERROR CODES. 
Reviews of Flight Simulator R, Hitchhiker's Guide to the Galaxy, and 
the latest Adventures- For the ST a DEGAS to NED converter, Lattice C 
reviewed and reviews of a whole huvl of software. 



DISK AVAILABLE. All programs ready to go- 



ISSUE 22 -Mo** serious users will enjoy SMARTSHEET, a Visicalc like 
type-in Spreadsheet, plus our review of Paperclip whilst gamesters will 
puzzle over TRICKY CUBES and try to survive HIDDEN DEPTHS. The 
Guide to Error Codes is concluded and there are articles on Fractals, 
Tape Problems and some leas well known Adventures- Loads of reviews 
and some great new routines for Hlockhrcakcr, ST users will mid Out 
how to program Sprites and can read reviews on Time Bandit, 
Pro-Fortran 77, VD? Professional and more. 



DISK AVAILABLE - DOUBLE SIDED! Contains 
TWO versions of THICK Y CUBES and new versions of 
RLOCKBREAKER. 



ISSUE 23 - Another PUperh machine language game WATER SKI 
SCHOOL will test your reflexes. WORDSEARCH will challenge those 
who like puzzles add other listings include S V PER CLOWN and the 
utilities XREF and VERIFY. A huge review of Ultima IV heads a 
comprehensive review Section htilI Going Online Fart I will let you know 
if telecommunications is for you- ST owners can discover how to get a 
bigger screen on their colour monitor and read reviews of Tonmracks, 
Sierra On-l-ine adventures and Pro-Pascal amongst others. Also, is it 
worth adding a 5£** drive to your ST? 

DISK AVAILABLE. Contains TWO BONUS 
PROGRAMS! 

ISSUE 24 - The biggest issue so far published [ Great ST section with Info 
about ST disks and cartridges and loads of reviews. For 8-bit users there 
is ML'NCHY MADNF.SS 1 the best game we have ever published plus a 
super cheque hook utility AUTOCHECK, Plus all about checking your 
disk drive, another fame called FLYING HIGH, mere utilities, reviews 
Of RAMBITi Adventure games and lots more. Too much In this issue to 
list fully! 

DISK AVAILABLE - Don T t miss MUNCHY 
M ADNESS, the best game we have published SO far] 

ISSUE 2> - Another biggie! A must for 1 02$ printer owners with 3 grCBl 
utilities including a SCREEN DUMP. A super Japanese chess game 
called SHOGL a type in REVISION C BASIC, a full feature on disks and 
more- For ST, type in OTHELLO, reviews of LEADER BOARD and 
MEAN 18, Hints and Tips and several other reviews and articles. 



Dl SK AVAILABLE - ALL THOSE 1 029 PROGRAMS 
READY TO GO! 



ISSUE 26 - SOLED MODELLING Is one of the best non-game programs 
we hove published- Re creative! Other programs include SOURCE 
WRITER for machine code programmers. FLEXIBLE FINGERS to help 
you type. NUTS and more. Reviews of TRIVIAL PURSUIT, DVC/6S, 
SPEED S< ^KIPT and much, much more. ST users can learn all about 
HARD DISKS, FAST BASIC* TYPESETTER ELITE, DEGAS ELITE 
and read reviews on a whole lot more software* 









DISK AVAILABLE - DOUBLE SIDED! TWO virtually 
full sides with BONUS SCREENS for SOLID 
MODELLING! 



ISSUE 27 - Same cracking listings for the 6-bit. ln GREAT BRITAIN 
LTD. you can be the Chancellor and help run the country. COMPUTER 
GAMMON is a great Atari version of backgammon and there's ANTS IN 
YOUR PANTS, DISK COMMAND and others. There is a feature on 
word processing and stacks of reviews. The ST section includes an 
In-depth review of ART DIRECTOR and a neat little program to put 
scrolling slurs on your screen! Lots of reviews including HAHAVTEW, 
K-SPRKAD 2, K-WORD and many more. 



DISK AVAU-ABLE - some L-O-N-G LISTINGS! 



ISSUE 28 - Extend the incredible original Munchy Madness with the 
ML'NCHY MADNESS SCREEN DESIGNER* play GREEDY 
CATERPILLARS with a friend; teach your children with MOST HEART 
MATHS or make up some crosswords with XWORD . A long feature on 
flight simulation programs, hints on ZORK and loads of reviews* For ST 
users, the first in a series of USING GEM from C plus FLIGHT 
SIMULATOR II reviews, new books from COMPUTE! and a whole stack 
of reviews. 



DESK AVAILABLE - Also contains the winning title 
screen from our competition. 



ISSUE 29- One that serious 21-bit users have been waiting a Long time for 
- a great full feature database - MJDBASE plus an amazing story 
maker, STORYBOOK, that allows yon to create illustrated stories. Then 
There 1 * a great game from ANTIC called CLIFFHANGER and an 
AUTORUN maker and more. Cheat on commercial games with 
ZAPPING THE RIGHT BYTE and read stacks of reviews. The ST 
section has a type-in program, SCREEN GRABBER, which allows you 
to 'snatch' pictures of commercial games to disk, plus the next part in 
our GEM FROM C series and reviews of Superb use Personal, K-COMM 
2 plus Lots of games including Barbarian. Another big issue. 



DISK AVAILABLE. DOUBLE SE>ED< With BONUS 
story for STORYBOOK and STORYBOOK reader. 



ISSUE 30 - A great follow up to Solid Modelling allows you to animate 
3-D objects. Try 3-D ANIMATOR. How about a puzzle with LETTER 
CASTLE or an arcade style shoot-up from ANTIC called DESERT 
CHASE? Articles include an in-depth look at GUNSLINGER, Genealogy 
With Your Atari and First Steps on saving screens. Loads of reviews 
including AUTODU EI. and PtH: CONNECTION. The ST section 
Includes the continuing GEM series, CYBERSTUDIO, 200MRACKS B 
and loads of games and serious reviews including GFA BASIC, K-Roget* 
Jupiter Probe and more- 



DISK AVAILABLE. DOUBLE SIDED with BONUS 
MACHINE LANGUAGE ADVENTURE only available 
on this disk! 



AU back issues are £1.20 each in the U.K., £1.95 for Europe or surface 
mail elsewhere and £2 J 5 for Air Mall outside Europe. 

PAGE a Issue disks will run on any 8 -bit Atari with 48k or 64k memory. 
Each disk is jusi £33$, Postage is FREE in U.K. Overseas please add £1 
per order (for any number of disks). 



Please make cheques, postal orders payable to PAGE 6, Send your order 
to PAGE 6, P.O. BOX 54 f STAFFORD, ST16 1DR, ENGLAND. 

ACCESS and VISA accepted. Telephone OT&S 21392&, 
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STRATEGIC PLUS SOFTWARE 

Dept. P6 
P.O. BOX 8 
HAMPTON 
MIDDX. TW12 3XA 



STRATEGI 
PLUS 

S O F T WAR E 




ATARI 800XL , XE SOFTWARE 


ATARI ST SOFTWARE 




Autothtel (Origin UK) 


ci e.gs 


Right Simulator II (Sub-Logic) 


C42.00 


Gettysburg (SSI) 


£29. »9 


Flight Simulator Scenery Dielts No*. 7 & 11 




BattleciWer (SSI) 


C29.S0 


(Sub-Logic) 


EACH £20.00 


Phantaata (SSI) 


El 9. BQ 


Bard's Tale (Electronic Arts) 


C24.95 


Imparlurn GaJactum (SSI) 


C35.O0 


Ultima IV (Origin UK) 


£24.95 


Conflict in Vietnam (Mlcroprose) 


C19.flS 


Great Battles (Royal Software) 


E35.0Q 


Colonial Conquest (SSI) 


CS4.O0 


Gridiron (Bethseda) 


C43.0O 


Wargame Construction Set (SSI) 


C 19.99 


Micro League Basstisll II (MLS A) 


£49.00 


War In Ru»la {SSI) 


€29.99 


Star Trek (Firebird) 


E19.9S 


Wizards Crown ($51) 


CI 9.99 


Hunt for Red October (Argus) 


£24.95 


Rebel Charge at Chickamauga (SSI) 


C24.99 


Breach (Omnltrend) 


£35.0O 


The Eternal Dagger 




Empire (Intsrstsl} 


£43.00 


(Wizards Crown II) (SSI) 


£19.99 


Universal Military Simulator (Rainbird) 


£24,95 


PRICES INCLUDE VAT AND PAP 




COMING SOON 








Gunahlp (Microprose) (ATARI ST) 








Dungeon Master (FTL) (ATARI ST) 





VfSA 



Telephone: 01-979 2987 

SEND ONE POUND FOR OUR LATEST SOFTWARE CATALOGUE 
(REDEEMABLE WITH FIRST ORDER) 




SAVE frequently. Even worse you will 
eventually find yourself be met by 
Dcvourcr after 15evourer - hordes of 
them. There IS a way to geL rid of them. 
And you can do it without moving from 
where you are - think about it - that's all 
the help I am giving you! 

Finally, the River Stonz. The manual 
tells you you can cross only at midnight. 
1 1 would have been much friendlier of 
them to say l the midnight hour' - any- 
time where the hours figure is zero, 

The only complaint I have about the 
game is the lack of a proper SAVE 
routine. The City provided none (yes, 
you could SAVE,, but that ended the 
game and if you died on your next 
attempt you eoukhrt restore again), 
Datasoft have provided a much better 
SAVE for The Dungeon, you can SAVE 
and carry on playing in under a minute, 
and if you die you are really only LOST 
and can come back to life. However they 
obviously don + t really like providing this 
facility so they penalise you by taking a 
point off one of your statistics and putting 
you back at the entrance! Since they 
provide you with a backup utility and 
recommend you use it they clearly see the 
need for a proper SAVE. Why then do 
they not allow it within the game? The 



game is so deadly you DO need one - so 
here is how you do it.... 

Use S(ave) regularly. If you die, 
switch off and boot up your favorite disk 
sector editor (I'm sure Page 6 has one in 
it's library somewhere!). Find the second 
sector on your Dungeon Character Disk. 
You should see the names of your (up to) 
four characters in the sector. The 9th and 
13th bytes refer to the first character, the 
10th and 1 4th to the second arid so on. 
The 9th byte will contain FF if the first 
character is OK, 7F means LOST, or 00 
if there is no first character. Just set 7F 
back to FF and the corresponding byte 
(13th for the first character) to FF as well. 
That's all. You can now re-boot The 
Dungeon and you will find yourself back 
at your last SAVE position. 

As an aside* if you look at the third 
sector you may spot all of the first 
character's statistics laid out neatly in hex. 
You may be tempted to increase them. 
Shame on you! But don't try it. There are 
lots of clever check-digit routines built 
into your character. If you change 
anything it will notice and refuse to use 
that character ever again. The only safe 
bytes to change are between the 9th and 
the 1 6th in the second sector - you have 
been warned! 



Alternate Reality - The Dungeon 
can be played either from scratch, or by 
transferring an existing character from 
The City. To provide a challenge for 
those who bring in a strong City character 
Datasoft have had to make the Dungeon 
quite hard. You may find therefore, if you 
start with The Dungeon, that your first 
few characters die fairly quickly! Don't 
despair - be a little nasty 3 rob a few banks! 
Your first objective as a player is to learn 
how the dungeon works and where the 
magical artifacts are hidden. The game is 
very well designed in that respect, Once 
you have mastered enough of it you can 
start a new character and provide him/her 
very quickly with some superb weapons 
and armour at no cost whatsoever, In fact* 
because of the different increments to 
your statisticsj I suspect you can build a 
far better character starting from scratch 
than by transferring from the City. 

This is without doubt one of the best 
games this year and if they keep getting 
better at this rate then the next Scenario 
of Alternate Reality is going to be 
astounding! 

So, if you enjoyed The City you'll 
love The Dungeon. And if you didn't you 
should have a look at this anyway - ; t 
really is excellent. A 
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Nigel Llewellyn shows that 
Indoor Bowls can actually be 
fun! 



It is the first day of the World Indoor Bowls 
Championship, when the players* woods (technical term for 
bowls), decide one by one to cause chaos by running about the 
different coloured rinks (technical term for play area). It is your 
responsibility as head umpire to capture each wood by tactically 
placing bricks on the rinks and trapping them. 

PLAYING THE GAME 

First connect a joystick to port 1 of the computer. The title 
screen shows the game in action, as played by the computer. 
The play area is surrounded by a brick wall and is divided into 
six different coloured segments, which represent the six rinks. 

On pressing START the play area will be cleared and a 
bowl will be placed in the area. By pressing the fire button, a 
brick will be placed behind the moving bowl. If the bowl 
touches a brick it will change direction. If the bowl is 
completely surrounded by bricks and cannot move, it is trapped 
and the computer will randomly a new bowl in the play area for 
you to trap, 

The coloured segments correspond to different points 
values, with the middle segments having the most points. Your 
score is increased by the value of the segment that the bowl was 
trapped in. Each game requires you to trap twenty bowls. 

There arc two best score objectives: The highest score and 
the least number of bricks used. 

Although simple to play, the game requires a vast amount 
of practice in the timing of when to place the bricks, as bncks 
can only be placed while the bowl is in motion. Practice a lot 
and you will begin to get the idea. You might even get a high 
score' Who said Indoor Bowls was slow and boring! 



BOWL 



TRAP 



OK 
OA 
AP 
SB 
IZ 
RK 

an 



REN 
HLM * 
HEM * 
REM * 
HLM 
HFM 
REM 



HUH 



HHtWHWH 



Rt) ML TRAP 
BY 

MTGFt LLEHELLYH 



* 
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NN S REM 

SQ IB DIM A$ (122> , B$ H22> , C$ M-223 ,D« *3J 
RE 28 ES=" 

STEPHENS SO F T HA RE weHflwes tffl 

u to sow- trap, EEEEB to play, [THE" 

VH 30 CS£l_E«EC$J+li=" ERR INSTRUCTIONS" 
10 48 DRC03 =1 :BR£13 =~li OR £25=40 :DRC33 -~*Q 
YS 50 Z=2 : N=70B: LN=780lSC=308 : HS=300 

HH 60 POKE 10*, PEEK (1*61 ^B SCS-PSEK £18*3 2 C 
SBASE=C5*256 :G0SI1B ±300 

HP 70 GOSUB 7B0 iOOML = 20 ;*-t«E = 7B 

ex na gosub jog: goto sue 
KL 59 REM 
K L 100 OLDBP-BP :bp = bp + move 

jg !±» if peek f bps then sound 0,100,10,10 

iHOVE=DRCINT C11MD £03*413 : BP=0LDBP+HOOE 1 
If PEEK (BP) THEN 11° 
KM 1ZB POKE BP, 2 SPOKE 0LDflP,8: SOURD 8,8,8 

. 0 

KT 130 IE NOT PEEK C6443 AND FLG THEM SOU 
NO I, 05,12, 10 SPOKE OLDBP, 3 3 H=N+±! POSIT 
TUN 15,23:? N | 3 SOUND l,0, O. 0iP0KE 77,0 
DE 140 F LG -PEE K 1 6441i 

KP ISO IF PEEK CBP+15 AND PEEK £BP"1J AND P 
EEKCBP+40) AND PEEK(BP-401 THEN GOSUB 

l-S 1*0 GOTO 100 

HG 1M P. EM K-^rf-VJ ma* *'M iMJ 

CO 2BO F0» J=l28 TO IB STEP -2: SOUND »,J, 
lO,J/10iSOU*D 1, J*J,10, J/IO^NEHT J: SOU 
HO 0 , Bj 0 , 0 2 SO UN D 1,0*0,0 
WE 218 IF BP<TL+158 THEN SGR=18iG0T0 270 
CD 22fl IF 0P<TL+27fl THEN SCR=58SG0TB Z7R 
IB £30 IE BP<TL + I?B THEN ^CR-MitOTO 270 
TF 240 IF BP<TL#S10 THE* SCR=10O:GOT0 270 
DG 250 IF BP<TL+63B THEtt S CB =0 0 ! GO TO 270 
Ell 260 IE BPCTL+750 THEN SCR=20 
HO 278 SO -SQ+SCRi POSITION 15,22!? SC?" " 
GH 200 POSITIO N 1B*B0HL . 2Q : ? " " 
GP REM ■JjjJ-HUMJl^MjM 

CS 380 BUHL=aOHL-l; IF BOHL<B THEN POP tGO 
TO LINE 

DR 310 BP^TL+lNTtRHD €81*7103 +41 
MM 330 TF PEEK (DPI OR PEEKCBP+15 AND PEEK 
CBP-U ANO PEEKtBP+481 AND PEEK(BP-40) 
THEN 310 

NU 340 POKE BP,2 :HOUE=DH EINT t»NO £83*41 3 

ZJ 350 BE TURN 

ZZ 399 BEM TrTTIM*i:3it.i;i¥M 
OD 400 FOR 1-0 TO 10 
AN 410 FOR J-120 TO IS STEP "B 
UF 420 SOUNO *, J, 18,J/10:S01IN0 I,J+JjlO,J 
✓ 10 

HE 43B POKE 70S, J5MEKT JtNEHT I 
HD 440 POKE 70S, 8: SOUND 8,8,0,8: SO UH D U« 

,8,8 
RK 450 GOTO 70 
FV 4?? REM ■wniiaT 



KP 500 OLOBP=DPl BP=DP+MOVE 

EL 510 Z = 2-Z :POKE 755, j: 
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LH 529 IF PEEK18P1 THEN MO UE=DR (INT f RHD Cft 
5 *4 ) 1 t B P- 0L DB P+ HQ VE : I F PEEK f BP) THEN 6 
IB 

HH 530 POKE BP , 2 E POKE 0LD8P , O 
HA 540 If- RHD(BI)e.& THEN POKE OLD BP , 3 
N5 55fl IF PEEKCBP+U AMD PEEKCBP-1) AND P 
EEKCBP+40* AND PEEK (BP-463 TMtH EOSUB 

EBB) 

AK 56D IF PEEK<53271>=6 THEM GOTO 680 
DM 578 tF PEEK 17321 =17 THEN GOTO 186 
HO 580 G0 1 U SOD 

KV 599 PEN [ ii B -M.-f lii l i j : H:13 g dfc MJIJ- 1 :1 f 
PO 600 POKE 553 , B : FOR 1=1 TO 10 
HU 610 POSITION " 

" : NEXT I: POKE 77,8 
1J B2fl POSITION 0,201? " BOWS REMAINING 

t+ ; : B D ML = 20 

IfU 638 SC-ft :N=e :PO5ITX0N 18,22:? "O ";P 

O5ITI0K 15,2X1? "ft :LIME-409 
EO 648 G0SU8 SOS: POKE 559, 34! GOTO 1BO 
VR 699 REM ■ ■W-1!Bfctd;IJJ'W 

ZG 7*0 GRAPHICS ti:POKE 16,64 J POKE 33774,6 
4 ; POKE 551,0 E POKE 756, CS: POKE 788, 8 : PO 
KE 78 9 , 20 4 : POKE 752,1 
718 TL = PEEK CAB) +PEEK [893*25:6 
728 DL=PEEK (5683 + PEEK CS6I3 *256 
738 POKE PL + 2, PEEK IDE +23 +1281 POKE &L*I 
, ±36 

748 FUR 1=6 TO 24; POKE DL+I , 132 : NEXT I 
758 FOR 1=25 TO 28: POKE DL>X, 138 : HEKT 
I 

76ft HC~1t5fl C 1613) ! POKE 542 j 128 E POKE 513 
, 5: POKE 54286 * 192 i POKE 532 40 ,46 C POKE 5 
3249,288 

770 POSITION 8,8:? """fl ■■■HI ■liilMll 

768 FOR 1=1 TO 10; POSITION fl,l!? "fl 

gn j 

1HEHT I 

798 POSITION 8,19;? ■■■■■■ mum ■■■■-■■wi 



US 
UJ 
DA 

VT 
EH 

F J 



PR 
AO 

fiE 

oc 



888 POSITION 0,22 1? "CURRENT SCOREt* 
HIGH-SCORE t^"; POSITION 1*23!? 
BRICKS USED LEAST 6RICk5l+"j 

IE 818 IF SC>HS THEN H5=SC 
OC 020 XF N <UH THEN LN-N 

HG 638 POSITION 15,22:? SC ; POSITION 35,22 
I ? HS 

VF 840 POSITION 15,23:? H ; : POSITION 35,23 
! ? LN; 

HR 845 REM Mil *Bgl]T[dTTf :M J 1 1+ A 1.1 ? 1 

HJ 858 A$-C4:P0KE 559,34! FOR 1=8 TO 05; PO 
SITIOH 1,20:? At £1 , JOJ J : BS = AS C2 J ; B$ CLE 
HCB53 +1J-A* I A*=B* 

RE 668 IF PEEK C5327? 3 =6 THEN POP E GOTO SO 
8 

IF 37B IF FEEK(732i=17 THFfi POP ibOTO 9BO 
BI 86ft SOUND 1,85-1, 10, 18: 50UND 1,8.8,8 
KM 898 FOR D = D TO 6 ! HE XT O : NEXT 1 1 RETURN 
KU B99 REH 11 miPlirilA-ppm 

RC 988 GRAPHICS 8 1 POKE 559,01 POKE 16,64±P 

OKE 53774,64; POKE A2,2:P0KE 752,1!? 
PO 910 DL=PEEK C5683 + PEEK C5 613 »256 E DL1=DL- 

256 

7M 928 FOR 1=1 TO G : POKE DL1+ I , PEEK EDL+ I J 
S HEHT I 

FD 938 FOR 1=6 TO 58 5TEP 2 : POKE DL1+I.O: 

POKE DL1+I+1, 2 : HEHT I 
kl 940 FOR 1 = 52 TO 53: POKE 0L1+I , PEEK CDL+ 

1-233 ;HEKT I 
EH 950. PONE DLl+54 , PEEK £5613 -.1 | POKE 361, P 

EEKC5613 -1 

LD 960 FOR 1=33 TO 45 5TFP 2 : POKE DL1+I,1 
38 : NEXT I 

CM 970 POKE 1713, 02 :POKE 1 714 , 17B : POKE 17 

1£,50:P0KE 1716, 13ft: POKE 1717, 10 :POKE 

17ia,2iP0KE 1719,148 
XV 98B POKE 1737,8! POKE 1738,8! POKE 1739, 

ftiPOKE l74O,Q;P0KE 174l,O:P0KE 1742,8! 

POKE 1743,0 
BE 990 POSITION 8,01? 1 'MiB^fWH^tSHEIE&J 

mum n— njeM— 

PH 1080 ? 1? "OOML TRAP is OA* Of the hos 
t simple , Frustrating but addictive g 
1HS UOu will Pi»pr pldy." 

KF 1810 7 E? "The Idea of the game is to 
trap 2H bowls which roil individual 
I y around a multi-coloured field." 

CF lft2tt ? :? "By pressing the FIRE BUTTON 
on Hour joystick coi a brich will b 
* placed behind the MOVing bowl." 

uk 103a ? ;? "Hhen the faom cannot Move i 
A any of the- four- directions it is s 



lO POINTS" 
58 POINTS" 
96 P0TNT5" 



2fl POINTS'* 
FOR 



aid to be trapped." 

Rd 184ft ? tf "The computer then random y 
places a new bowl in the play field 
which you then Must trap," 

HR 1858 ? :* "PRESS FOR PAGE Z"iPO 

KE 732,255! POKE 58* .34 

ZU I860 IF PEEK C7323 (>17 THEN 1668 

HU 1070 POKE 551, 8! POKE 92,2;? "N" I POSITI 

oh o,e:? " B— — — — ^HirinatTTf 



tv lOBQ ? :7 "EverMti ne tiou press the FIR 

E BUTTON while the bowl iE Moving OH 

t brick will be placed on the "i 

QC 1010 * "play field." I? i* "the button 

«ust then be RELEASED and REPRESSED t 

o place another brick a " 
zo llftB 7 i? "Various points are scored d 

epending upon Which coloured part Of 
the field the bowl was trapped. 1 * 
js mo ? i? "The points awarded are give 

A below; -"; POKE 62,6:? 
PH 1128 ? "PURPLE AREA SCORE 
UE 1138 7 " GREEK AREA SCORE 
PB 1148 ? " RED AREA SCORE 
RH 1158 7 ■' BLUE AREA SCORE 10B POINTS' 
JF 1168 7 "ORANGE AREA SCORE 6ft POINTS' 
JR 117ft ? " fiRFV AREA SCORE 
NH 1186 POKE fl?,?;? ■? «PRE5S 

GAME" 

LH 1118 ME = 0 5 R f k 61 3 1 ! P OK E 512. 126 :POKE 51 
3 r 6tP0KE 54286, 1S23 POKE 732, 255: POKE 5 
57, 34 

UO 120ft IF PEEKC7321017 THEN 1280 

IV 121ft POKE 559, 8; POKE 1713, 9ft: POKE 1714 
, SO : POKE 17li>, 96 : POKE 1716. <»0 ! POKE 171 
7,106; POKE 1718 , 186 ! POKE 1711,180 

HA 1220 POKE 1737,843 POKE 1736, 54; POKE 17 
31. S4: POKE 174B, B< ; POKE 1741 , 108 ! POKE 
1742 t 188 " POKE 1743 1 188 i POKE 732,255 

AT 123ft GOTO 70 

VE 1211 REM 

IG 1380 GRAPHICS 2+16 : POKE 16,64: POKE 537 
74, 64 

115 1310 POSITION 8,1;? W6;"B0ML TRAP" 
RM 1320 POSITION 1,4:? B6;"GW 
TV 133ft POSITION 2,7:? ttftVnigel l level l 
wn" 

UM 1340 POSITION 6, IB:? H6 "Q9KE0S" 
KK 1358 RESTORE 1508 

8H 136ft FOR 1=1536 TO 1507;RE0D A 

CI 1378 POKE I, At HEHT I 

OU 13&0 MC=USRtl536, CSDASE> 

LL 1318 RESTORE 16BO 

MP 146B FOR I-fl TO 31! REfiO A 

«P 1418 POKE CSBASE+I, A5NEKT I 

LH 1 42ft RESTORE 1768 

AB 1438 FOR 1=1664 TO 1763 ! READ A 
CD 1448 POKE I, At HEHT I 

KV 145« POKE 53261,255 E POKE 53262, 255 ; POK 

E 784,OiPDKE 705,0 
AZ 1468 RETURN 

EV 1499 REM ■ m HIiPM 4i» Jil WiMtlVITM 

Oft 1506 DATA 164, 184, 133, 264 , 104 , 13 3 
MM 1518 DATA 283,161,224,133,286,108 
ML 1528 DATA 0,132,285,162,4,177,265 
SF 1530 DATA 145,283,136,206,249,230 
II 1548 DATA 284 , 23ft, 28B , 282 t 288 , 242 , 96 

hu 1599 rem iirjuvi j*i m ! I a! ma :iui ; irnm?EM 



10 1668 DATA 255 , 100 , 186, 255 , 255 , 171 171 , 

255 

AE 1816 DATA 0, 26,85«89, 81,59, 20,0 

GT 1628 DATA 255. 63 , 255 , 255 , 255 , 243 , 255 , 2 

55 

hh i&si rem ■ .ra fMJ,i:»aiH jr v | rnirmTM 

HS 1700 DOTfl 72,138,72, 174, 156, 6 , 161 , 176 . 
6 , 141 

HS 1716 DATA 10,212,141^24,200,181,200,6, 
141,20 

HL 1720 DATA 206,230,156,6,184,170,184,64 
,1,184 

HG 1730 DAT A 169, 7, 100, 168, 162,6, 32,92, 22 
6,1« 

ID 1740 DATA 161, I, 141,156,6, 76, 9B, 220, 0, 
10, 90 

5M 175ft DATA 9ft, 16, 1B6, 1B6, 166,58,50, 58, 1 
38,138 

UE 176B DATA 138,26,26,26,10*10,10,10,226 
,226 

PE 177B DATA 226,226,04 , 84, 84 r 04, 180, 18B, 
ISO, 52 

CR 1780 DATA 52 , 52, 132,132, 132,20, 20, 26, 4 

VS 1790 DATA 4,4,226,228,276,228,0,0,0 
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THF BOOK 

Michael Ende is probably a stranger to English speaking 
readers, but he is well known in his native Germany. He has 
worked as an actor, a play write, a director and a film critic, but 
is probably best known for his novels in the *Jim Knopf series 
and the award winning 'Momo'. 

In 1979i Ende published a book called l Die unendlichc 
Geschicte'. It immediately became the number one bestseller in 
Germany and stayed in that position for three years. It has been 
translated to many different languages with an Hnglish version 
being published in 1983 as 'The Neverending Story 7 , 

'The Neverending Story 1 is about □ fat little boy of about 
ten or twelve with the unlikely name of Bastian Balthazar Bus, 
Bastian is the classic 'fat boy* at school. He is no good at spons 
or at school work and always gets teased by his classmates. 

In the opening pages of the book, Bastian bursts into an old 
bookshop while trying to escape the local bullies, When the 
shop owner is distracted by a telephone call} Bastian feels 
compelled to take a book called The Neverending Story 1 . He 
runs from the shop as fast as he can, then realises that he can't 
go to school or go home because he*ll be caught for stealing. His 
only option is to sneak into the school attic where he settles 
down to read his ill-gained prize... 

Moldymoor is slowly being devoured by an all-consuming 
emptiness known as the Nothing. The creatures of Moldymoor 
are naturally concerned and decide to send a messenger to ask 
the Childlike Empress for her help to overcome the Nothing, 
The messenger is a will-o'-the-wisp named Blubb. 
Unfortunately , Blubb's sense of direction isn't very good and it 
becomes lost in the Howling Forest* It finds three other 
travellers camped in a clearing in the forest and seeks directions 
from them. The other creatures - a rock chewer named 
Pyomkrachzarkj a tiny named Gluckuk and a night-hob named 
Vooshvazool - reveal that they are on the same mission as 
Blubb. It seems that all Fantastica is being consumed by the 
Nothing and when the messengers realise this, they set off with 
renew r ed vigour to find the Childlike Empress. 

Six days later , the messengers start arriving at the Ivory 
Tower - the heart of Fantastica and home of the Childlike 
Empress, Much to their surprise, they aren't the first to arrive. 
The High Street which winds around die Ivory Tower is 
already clogged, with messengers wanting to see the Childlike 
Empress. Urifbrtunately, no one can see her because she h ill- It 
seem? that the destruction of Fantastica began at the same time 
as her illness and all are concerned that there is some 
connection. 

The best doctors in Fantastica have examined the Childlike 
Empress, but none can find a cure for her illness. When the last 
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doctor> Cairon the black centaur, finishes his examination, he 
announces that a hero is needed to search for a saviour for the 
Childlike Empress. A Greenskin boy named Atreyu has been 
selected for the task, He will be given AURYN to help in his 
quest. I bis is the badge of someone acting on orders from the 
Childlike Empress and everyone in Fantastica knows and 
respects it. 

And so it is that Atreyu sets out on his horse Artax in 
search of a saviour who can cure the Childlike Empress. At the 
same time, in a different part of Fantastica } the darkness 
condenses into a great shadowy form - the Gmorkl 

Atreyu s journey takes him through the Silver Mountains, 
the Singing Tree Country, the Glass Tower of Eribo, the 
flaming streets of Salamander, the broad plateau of the 
Sassafranians, the jungle temple of Muwamath and the 
Howling Forest where the four messengers first met. After a 
week's riding, he has a dream which indicates that he should 
seek Morla the Aged One who lives far to the north in the 
middle of the Swamps of Sadness. 

Atreyu rides to the Swamps of Sadness, but loses Artax in 
the murky black water. Only AURYN saves Atreyu from a 
similar fate. When Atreyu finds Morla, she tells him that the 
Childlike Empress needs, a new name to cure her illness, but no 
one in Fantastica can give her that name. Maybe Uyulala in the 
Southern Oracle can help, but it's much too far for Atreyu to 
journey within his lifetime. 

Atreyu plods on. After a Few days, he finds his path 
blocked by the Deep Chasm in the Land of the Dead 
Mountains. An enormous spiderweb is stretched across the 
chasm and in it struggles a great white luckdragon named 
Falkor, The luckdragon is being attacked by Ygramul the 
Many, a monster made up of innumerable small steel-blue 
insects whose combined form keeps taking different shapes such 
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as a spider, a hand and a scorpion. Because Atreyu is wearing 
AURYNf, Ygramul reveals that her bite means deadi within an 
hour, but the poison also allows one to wish himself to any part 
of Fantastica. Atreyu lets himself get bitten and wishes himself 
to the Southern Oracle. Fortunately for Falkor, he overhears 
Ygramul^ explanation and he too wishes himself to the 
Southern Oracle, Gmork arrives at the chasm a short Lime later, 
only to find that his quarry is gone. 

Atreyu and Falkor become partners., but collapse under the 
effect of Ygramul's poison. They awake sometime later in the 
care of two little Gnomics. UrgU a healer, has cured them of 
Ygramul^ poison. Her husband Engywook, a scientist, has 
been studying the Southern Oracle all his life and tells Atreyu 
about the three gates that he must pass through to get to 
Uyulala - the Great Riddle Gate, the Magic Mirror Gate and 
the No-Key Gate. Atreyu sets out and, to cut a long story short, 
makes it through all three gates. When he hears the advice of 
Uyulala, he discovers that only a human child from beyond the 
borders of Fantastica can gi ve the Childlike Empress a new 
name. With this knowledge, he returns to Falkor and together 
they fly off in search of the borders of Fantastica. 

They fly night and day until they encounter the four Wind 
Giants - Lirr from the north, Baureo from the east, Sheerek 
from the south and Mayestril from the west. They tell Atreyu 
that Fantastica has no borders, but as they start to fight for 
power, Atreyu loses his hold on Falkor and falls into the sea. 

When Atreyu regains consciousness, he finds himself safely 
washed onto a beach, but he has lost AURYN, He heads inland, 
only to see the strangest procession of night-hobs, kobolds, 
ghosts, witches and vampires. He follows the procession until 
they fling themselves at the Nothing. Atreyu is tempted to 
follow them but, with great effort , he fights the attraction of the 
Nothing and runs with all his might in the opposite direction. 

He soon reaches the deserted Spook City, where he finds 
the Gmork, who is now chained up like a whipped dog. The 
Gmork does not recognise Atreyu and tells him how he can 
reach the world of humans by leaping into the Nothing, but if 
he does, he will not be recognised by humans. He will be a lie! 

Atreyu now realises why humans have stopped coming to 
Fantastica to give the Childlike Empress new names. The more 
of Fantastica that is destroyed by the Nothing, the more lies 
flood the human world and the more unlikely it is that a human 
child will visit Fantastica. It is a vicious circle from which there 
is no escape. 

In the meantime, Falkor recovers AURYN from the ocean 
depths. With AURYN to guide him, he is able to find Atreyu 
and rescue him from Spook City. Together, the two 
adventurers fly to the Ivory Tower to report their failure to the 
Childlike Empress. To Atreyu J s surprise, the Childlike 
Empress considers his quest a success, for his adventures have 
been shared by a human child who even now is listening to their 
every word. The human need only call the Childlike Empress 
by her new name and Fantastica will be saved, 

Bastian knows the Childlike Empress is referring to him, 
but he lacks the courage or confidence to utter her new name, 
Besides, how could the characters in a book know that he exists? 

The Childlike Empress has one last trick up her sleeve. She 
leaves three of her seven powers to care for Atreyu and Falkor 
and the remaining four carry her from the Ivory Tower in a 
glass liner. They travel in silence for many days and nights 
until they reach a plateau at the summit of the xMouniain of 
Destiny - the highest mountain in all Fantastica. In a smaller, 
odd-looking mountain in the middle of the plateau she 
confronts the Old Man of Wandering Mountain. The Old Man 



does not speak to her, but writes in a book, And as he does so, 
the events that he records actually happen. For he is the great 
chronicler of Fantastica. The Childlike Empress, the Old Man 
himself, Atreyu, Falkor and all Fantastica are recorded in this 
book. The book IS Fantastica. And its title is 'The 
Neverending Story*... 

This is NOT the end of 'The Neverending Story 1 , for it 
has no end, just a beginning. In purely physical terms 3 Michael 
Ende's book is divided into 26 chapters. Each chapter begins 
with a letter of the alphabet from A to Z in strict alphabetical 
order. The Childlike Empress* meeting with the Old Man of 
Wandering xMountain is not even halfway through the book. 
There are still over 200 pages to go! In the next few pages, we 
discover WHY the book is called 'The Neverending Story" - for 
it truly IS neverending. There's also another great revelation 
that Td prefer to keep from you until you read the book for 
yourself. And you should! 

Bastian does eventually call out the Childlike Empress' 
new name and in doing so, he becomes a part of Fantastica, The 
remainder of the book tells of his adventures there, the changes 
in his personality and his battle to return to the human world. If 
you thought the first half of the book was fanciful, then you 
ain't seen nothin' yet! 

Bastian h s adventures take him through Perilin, the night 
forest and Goab, the Desert of Colors where he befriends 
Grograman the lion. From here he passes through the Temple 
of a Thousand Doors and on to the Silver City of Amarganth 
where he proves his superiority over all others and meets 
Atreyu and Falkor for the first time. 

The three friends set off to find out how Bastian can find 
his way back to his own world, but he becomes increasingly- 
pig-headed and uncooperative for reasons that I shan't reveal 
here. As the travellers wander through Fantastica, ihey build up 
an ever increasing army of followers who worship Bastian as 
their Saviour. They have encounters with the Acharis, Xayide 
the sorceress and the Three Deep Thinkers before eventually 
reaching the Ivory Tower, 

The Childlike Empress has gone, so Bastian sets himself up 
as the new emperor, The increasing friction between Bastian 
and Atreyu causes a war between the two. As with all wars, 
there are no real winners, just losers. The war's culmination 
finds Atreyu wounded by Bastian, the Ivory Tower in flames, 
hundreds of Fantasticans killed or wounded and Bastian 's 
followers in tatters. 

Bastian rides off in anger until he comes to the topsy-turvy 
City of the Old Emperors which is inhabited by the 
Know-Nothings. From here, Bastian's downhill slide takes him 
across the Sea of Mist to Dame Eyola's House of Change and 
Yor's Minroud. By the time of his final encounter with Atreyu 
and Falkor, Bastian has forgotten everything including his own 
name. It is only with the help of Atreyu and Falkor that he is 
able to drink the Water of Life and return to his own world, 

The book has a happy ending, but be prepared to shed a 
tear or two, for it's a real tear-jerker, 

THE MOVIE 

The popularity of Michael Ende's book was so great that it 
was inevitably turned into a movie. In fact, it was the most 
expensive firm project ever undertaken in Germany. 

The film of "The Neverending Story 1 was created behind 
locked doors in the Bavarian studios of Munic Geiselgasteig 
between 1982 and 1983, It took an international team of fantasy 
film specialists supervised by special effects guru Brian J 
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Johnson. The end result was a complex, combination of 
miniatures, full size models and elaborate studio sets; puppets, 
ani matron ics, mechanical special effects and stunts; matte 
paintings, sculptures, photographic special effects, special 
lighting, the biggest blue screen in the world and just about 
every other trick in the book. Oh, and some live actors too. 

The movie is remarkably true to the book, especially 
considering the technical difficulties of fantasy film making. 
The scenery, characters, place names, events and even the 
dialogue are very close to the book, but there arc some 
significant differences. (For a fascinating insight into the 
making of the movie, see "The World of The Ncvcrending 
Story' published by Paper Tiger 1984.) 

The pre-production artwork included BLubb in the film, 
but it was omitted from the final shooting. The other three 
messengers appeared in the film, but were given the simpler and 
more pronounceable names of Rock biter. Night Hob and 
Teeny Weeny. The land of Fantastica was also renamed to 
Fantasia. 

The Ivory Tower does not appear as described in the book 
because it could not be built in the studio and all the symbolism 
would have been lost when photographed, Various ideas were 
tried before the final concept of a blooming petal was chosen, 
Cairon does not appear as a centaur in the film, but has a human 
form and Atreyu does not have green skin. 

The storyboards were done for the scene with Ygramul, 
but the special effects people said it would be too expensive to 
create. The script was changed so that Falkor could be 
introduced by rescuing Atreyu from the Swamps of Sadness 
just before the Gmork got him. 

In the book, Atreyu must pass through three gates before 
he can see Uyulala. Only the first two appear in the film. 

The scene with the Wind Giants was not used because the 
movie's realisation of the Nothing was more impressive than the 
ghostly person ifi cation of the Wind Giants would have been 
The scene with the ghostly procession was also left out of the 
movie, but the essence of the scene was achieved by the 
reappearance of Rockbiter who had just lost his little friends 
Njght Hob and Teeny Weeny to the Nothing. 

The episode with the Old Man of Wandering Mountain 
does not appear in the movie cither. Instead, Bastian calls out 
the Childlike Empress 1 new name without her having to make 
the trip, The second half of the book is not included at all. In 
fact, it would make a terrific sequel. The film leaves itself open 
to a sequel by including the closing remark "Bastian made 
many other wishes and had many other adventures before 
returning to his world. But that is another story and shall be 
told another time.". 

THE ADVENTURE 

Just as the book inspired a movie, so too the movie inspired 
a computer game. 'The Neverending Story T is a disk-based 
Adventure which was originally written by Ian Weatherburn 
and released by Ocean Software Ltd. for a variety of computers. 
The Atari version was advertised, but I'm not sure whether it 
actually made it to market. Distribution was later taken over in 
Australia by Intellicreations under the Datasoft label. This is 
the version I bought,, so that's what I'll review here, 

'The Neverending Story' is a traditional text Adventure, 
but does include some nice graphics in a most unusual screen 
layout. The top three-eighths of the screen has a 'Cinemascope' 
picture of the Ivory Tower, This never changes. As you move 
around the landscape a smaller window is superimposed over 



the left hand side of the main picture. The smaller picture 
shows your current location or a character that you've just 
encountered. 

In a similar manner, every time you pick up an object, a 
picture of it appears somewhere over the right hand side of the 
main picture. You can carry five objects and have one travelling 
companion at any one time, hence you can have up to six little 
pictures on the right hand side of the screen plus the picture of 
your current location on the left hand side all superimposed 
over the main picture. 

The remaining five-eighths of the screen is devoted to text, 
Room descriptions always start with a large fancy letter, but this 
is NOT in colour as in the screen shots that you may have seen 
in advertisements or reviews. The text uses a redefined 
character set which is reasonably attractive, but very difficult to 
read. This is not helped by some atrocious spelling and 
punctuation. 

One problem with the text portion of the display is that a 
long room description or a lot of objects in a room can cause 
some of the text to scroll off 1 the screen before you get a chance 
to read it. If you don't type anything for about 1 minute 20 
seconds, the program prints You wait!". This happens even if 
you are in the middle of typing a command and once again , 
some of the previous information scrolls off the screen. This is 
very frustrating if you take extensive notes like I do. 
Fortunately, it doesn't have any effect on the game. It is NOT 
real time. 

The parser allows multi-word input, but its understanding 
of English is pretty dismal. It has a very small vocabulary and 
only looks at the first three characters of each word. The whole 
game can be finished using only one and two word commands, 
so keep your commands simple to save a lot of trauma. 

The game is accompanied by some really horrible music. It 
is supposed to be the popular Georgio Moroder theme music 
from the movie, but it is so awful that you'd hardly recognise it. 
Atari owners deserve better. So does Georgio Moroder. 

The music plays incessantly all the way through the game 
and really gets on your nerves. You can turn the sound down of 
course, but then you lose the keyboard click. I like to have the 
keyboard click, so I did a bit of experimenting and discovered 
an undocumented command to turn the music off. Just type 
NOMUSIC (without any spaces) to turn it off and MUSIC to 
turn it on again. 

I should also point out that the disk is copy protected, so 
you can't (theoretically) make a backup. Bad move Datasoft! As 
a hardened computer user. I know never to use an original disk 
without having a backup, so I cracked the copy protection and 
made a backup just on principle. In doing so, I made some 
interesting discoveries. Most importantly, the game switches 
out the Operating System and loads its own (which is just a 
rip-off of Atari's anyway), henee it will not run on the older 
Atari 400 800 computers. Another bad move Datasoft! 

The plot is remarkably close to the movie. You could 
probably complete the game without having read the book or 
seen the movie } but it would certainly be harder to play and 
wouldn't make much sense. You really need to be familiar with 
the storyline and, to a lesser extent > the philosophy imbedded 
within the story. That's why I've gone to so much trouble to 
summarise the story in this article. . 

The Adventure is divided into three parts, each being 
loaded from disk when needed. The first part covers Atreyu's 
adventures up to the Southern Oracle and includes most of the 
important events from the movie. However, it is chock full of 
red herrings and some of the events in the movie can be avoided 
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without affecting your completion of the game. The aim is 
merely to get to the Southern Oracle. 

The second part Jeads you to Spook City where you lose 
AURYN and FaJkor. This part is considerably different to [he 
movie, as it covers very little of the story and has lots of new 
objects and locations. This is probably a good thing from the 
Adventurer^ point of view, as this part of the game has the best 
puzzJes. The aim is to find the golden key. This is not terribly 
difficult except for some really horrible bugs in the game. For 
example, you can go up from the library' even if the planks 
haven *t been removed. There are situations where you can get 
killed in the darkness even [hough the glowglobe is present. 
You can pick up the pouch a number of times and have the coin 
appear more than once. You can get the key from the 
box-shaped room without killing the rats, although I won't tell 
you how. The Jogic behind the spider web doesn't make sense. 
It blocks a different exit depending on which way you enter the 
room. 

Anyway, once you've found the golden key, Falkor will 
reappear. All you've got to do is find him and you're ready for 
part 3, 

The third and final part takes you to the Ivory Tower 
where your aim is to return AURYN to the Childlike Empress. 
This part is fairly easy because there are hardly any puzzles. 
However, there is a large, three-level maze which is a bit tricky 
to map. The horizontal directions don't present too much 
trouble, but some of the vertical directions are a real pain. Don't 
be surprised if you go up a stairway and find yourself at the 
level below! 

Overall, l The Neverending Story' is a bit of a 
disappointment. It has a poor parser, a limited vocabulary, 
terrible spelling;, grammar and punctuation, dreadful music and 
quite a few bugs. Despite this, it is enjoyable in a perverse sort 
of way. It is fairly easy to solve if you've read the book or seen 
the movie, but it's probably not a good game for beginners. 

Fortunately for Datasoft, there are Adventure addiets like 
me who will always buy new Adventures no matter bow good or 
bad they are. Maybe we're just stupid f 

HINTS 

I haven't had any coded hints in the last couple of issues, so 
here's a quick note on how to use them for the benefit of the 
newcomers. First of all, scan through the questions until you 
recognise (me which describes the point where you Ye stuck. 
Then match the numbers with the words in the attached list to 
get a hint. Simple, isn't it? 

Next Issue 

Everybody's heard of 'The Pawn'. It has been heralded as 
the greatest Adventure of all time -**... brilliant graphics „. 
superb parser ... better than Infocom ..." Bull dust! It's more 
like the greatest swindle of all time! 

Lots of people have been conned into buying The Pawn' 
(not by Page 6) only to find that the game is full of bugs, the 
parser is not so crash hot and the puzzles are unfair. More 
people are requesting help with 'The Pawn' than anything else 
currently on the market. So, if I can finish the rotten thing by 
next issue, I'll have a full list of hints to help you out of the 
trouble spins. See you then. 

Garry Francis, 26 Baringa Road, Earl wood, N.S.W. 
Australia 2206 
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PART 1 

1. Don h t know what to do here? 
5 29 

2. Feeling weak from the Swamps of 
Sadness? 

16 75 

3. Can't &avc Artax? 
63 33 49 

4. Can't SUtr^e the quicksand? 
Sift 24 

5. Can*t use the black velvet cape? 
St 4 

6. Can't find the Southern Oracle? 
8 20 

7. Can't find Falkor? 
12 43 

S. Still can'r find the Southern Oracle 1 
53 28 73 76 

u . Can't get past the sphinxes? 
39 15 62 51 

ID, Can't find the crystal? 

23 35 

1 1 . Can't enter [he tunnel? 
2 54 

12. Still can't enter rhc tunnel''' 

72 7 82 66 

13. Can't open the glass box? 
27 26 1 36 7B 42 76 

14. Can't get the small ["ragman nf 
glass? 

37 34 

15. Still can't get past the sphinxes? 
18 71 47 &2 9 

FA RT 2 

b Can't find AURYN or KiUkor? 
23 13 36 

17. Don't know what ro do "here? 
5 52 

LH. Keep ecrtirifl killed K- The Wilting? 
14 69 74 17 22 



] 9 . < :an 't get the planks? 

59 47 

2ft. Can't work out what the paper 

means? 

$1 4 

21 . Cant in the dark? 
}7 65 

22. Can't get dow n the well? 
37 57 

23. Can't open ihe cell door? 
46 80 50 

24. Can't get past the ratv J 
55487467-30 

25. Can't survive the spider's poison? 
L6 32 

26. Can't ge[ past the spider's wco? 
40 25 6 

27. Getting killed by the wraith 
tnrrurcr? 

8 56 24 

28 . Haven't found the golden key? 
5fl 10 77 

29. Still haven't found the golden kev? 
67 58 38 66 1$ 

30. Can't find Falkor: 1 
23 61 79 44 64 

PARTI 

31. Don't know what ro do here? 
39 }62 21 

VI, Can't open the enormous wooden 
door? 

60 41 45 60 50 

33. Can't find a use for all the treasured 
37 62 14 }l 

34. Can't open the small ornate door? 
70 II 

I5i b the Childlike impress 
disappointed with you? 
3 











\ LIVE 


22 PERSISTENT 


41 HORN 


64 CITY 


2 BURN 


23 TRY 


44 SPOOK 


65 GLOWGLOBE 


1 AURYN 


24 QUICK 


45 NEEDS 


66 '['OK'l' U H F. 


4 HERRING 


25 WITH 


46 RATS 


fi7 DROP 


5 FIND 


26 WHO 


47 THEM 


6fi CAMPFIRE 


6 KNIFE 


27 PEOPLE 


48 TIN 


fi Q CAREFULLY 


7 BRANCH 


28 SOUTH 


49 HIM 


70 SAY 


S GET 


29 MORI. A 


50 KEY 


71 FOR 


9 BLINK 


30 NEAKRY 


51 ENGYWDOK 


72 LIGHT 


10 IS 


31 MAZE 


52 ROOK 


73 FROM 


1 1 PLEASE 


32 APPIE 


53 FT. Y 


74 AND 


12 BLOW 


33 TAKE 


54 RUSHES 


75 FOOD 


13 AGAIN 


34 I.HATHER 


55 OPEN 


76 ... 


14 MAP 


35 TUNNEL 


56 "OUT 


77 CIRCULAR 


15 CRYSTAL 


3a LATER 


57 ROPE 


78 GLASS 


16 EAT 


37 USE 


5ft COIN 


79 OVERLOOKING 


17 HH 


3H IN 


59 REMOVE 


80 ARE 


IN WAT"!' 


39 GIVE 


60 GOLD 


til RED 


1 Q CHAMBER 


40 CUT 


61 HILL 


H2 AT 


20 FALKOR 


41 LOCK 


62 TO 


21 EMPRESS 


42 HOUSE S 


63 DONT 
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WOULD YOU 
LIKE SOME 

MONEY? 

YES PLEASE! 

We'll send you money if you send us programs! Well, 
if we publish them chat Is! 

PAGE 6 has consistently published the very best 
type -in programs for your Atari and will eontinue to do 
so but we do need your help! We want you to submit 
your very best programming efforts* Any type of 
program will be considered from games to utilities to 
applications and more., We do not exclude anything. If 
we find a program interesting we will publish it but to be 
interesting it must be well written and use the Atari's 
facilities welL If it is too long for the magazine we will 
consider It as a Bonus on our disk issue and still pay you!. 

HOW DO I SUBMIT IT? 

There are no rules! We don't want to make it hard 
for you, Put your program on a DOS 2 or 2.5 disk (or on 
cassette if you don't have a disk drive) and send It in* We 
will pay you for not only the program but also for any 
in-depth article accompanying your listing* If you 
cannot manage an article please include at least an 
explanation uf the objective of the program. Any articles 
should be included as text files on the disk- 
Polish up your program and send it right away to: 

THE EDITOR 
PAGE 6, P.O. BOX 54, 
STAFFORD* ST16 1 l)R 
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# Atari 8 bit news 

# Up-to-date reviews 

# Exciting features 

# Your letters answered 

In the exciting December issue 
of Atari User you will find: 

# Snowball - an exciting festive action game, 
perfect for the Christmas break. 

# An in-depth review of Star Trak, a brand new 
concept in games control. 

# All the latest releases: Little Devil H Knight Ore, 
Leapster, Nightmares, and Blazing Paddles. 

# Print Shop Companion - the perfect partner to 
Print Shop? We take a close look. 

# Gold i rig's Gadgets - liven up your party with 
Atari-controlled disco lights. 

# Assign any eight keys to the directions of your 
joystick with Key stick. 

# Change the colour of your cursor with a player 
missile graphic 

# Using variables to make the most of the USR 
function 

# Five liners - more excellent programs which you 
can type in within minutes 

All listings come complete with a brand new 
checksum - and this month we explain exactly how 
it works. 

Make sure you get every issue before they reach 
the shops by completing and returning the coupon 
below. 



' Please send me the next 12 issues of Atari User 
for £15 starting with the issue. 

I enclose a cheque made payable to Database Publications, 
D Please debit my Access/Visa card no: 



□ rrm rrm mm 



Signed:. 
Name 



.Expiry date: 



m 



Address. 



Send to; Atari User, Euro pa House, Adlington Park, 
Adlington, Macclesfield, Cheshire SK10 5 IMP. 

Phone order* Q62E 879920 Don't forget to incfude 

Telecom (JokS 7?:MAG001 your credit card number 

Ptestei: Key *89 then 614?iGB-lli3 A238 and fuit addtsss. 




XL/XE MOUSE 

An ST mouse, modified forXL/Euse. 
Includes mouse art package. You can 
use mouse in .v „ inc 
yo ur ow n proas! ^ ?0 £29.95 p&p 

LOBAL °% 

'COMPUTER °e 



Please specify 
800XL/130XE 
cass/disk 



SERVICES 
J 08 Navigation Road 
NORTHWICH CW81BE 
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Contact 



PEN PALS CONTACT 



PENPALS WANTED: ] .:™ii<i 130XE, 1050 
Disk Drive, 1029 Printer and enjoy making add-ons 
for my computer. I would like pen pals from U.K. 
and Europe 10 Swap hulls and tips. Write to Simon 
Jenkins, I Greenwood Road, Victoria Village, 
AbcrRvchatTij Pontypool, Gwent, Sourh Wales, X1 J 4 
SQA 

FROM HOLLAND: Many of my former friends 
□re switching to the ST, I would like to find new 
friends in the 8 bit field. I am interested in 
swapping info, ideas, p. d. software, Will answer all 
letters, George vun den Eijkcl, Diemerkade 13, 1 1 1 1 
Aid Diemen, Holland 

ST USERS: I want contact* from anywhere in the 
world. A]] letters answered, Willy Clark, 55 Cecil 
St.. Liverpool, 1.15 1HP 

ATARI PEN-PALS: Do you know si little about 
every kind of software. Are von into simulation and 
unusual software. I have SOOXL, 10 10 and 1050. 1 
will try und answer all letters so get writing! David 
H.J., 4? Coronation Road, Heath Town, 
Wolverhamprocl, WV10 0QW 

ATARI USERS; Any Atari fans (ST and 8 bit} in 
the Beverley Hull area who know of, or who are 
interested in forming, a user group please contact 
W. Galashan on Beverley (HG2347 

ST USER: Wishes to makes contact with others- to 
exchange hints and tips etc. A- Hourihane, 2 
Mcrron Road, Highrkld, Wjgan, WN3 GAQ 

FROM POLAND: New ST user wishes to make 
contact with young people who Like the ST. I am a 
Student of second year of Technical University in 
Gdansk. Computers are not my only interest. 1 
would like to know about people Living in other 
countries and I think computing is a good way to 
make new friends Jarek Dolinsfci, ul.Poliut 2\ 
83-110 TCZEW, POLAND 

8-BIT MATES: I tvant to meet or correspond with 
XL XH owners in the Runcorn area to exchange 
ideas and set up a local computer Club. A. Newman, 
41 Mead Way, Halton Brook, Runcorn* Cheshire 
WA7 2DX 

ST CONTACTS WANTED: New ST owner 
seeks to exchange rips etc. C'mon write to Norm. I 
Will answer all letters. Norman Tierney, 5 Campion 
House, May vi lie Estate, Matthias Road, London, 
Nlo 8LN 

ST PEN-PALS: To swap hints* tips and ideas. 
Please write to Moray Sa\-ille, 3 Victoria Crcsccntj 
Elgin. Moray, IV30 IRF (0343) 3372 

XL FRIENDS: Belgian user wants to correspond 
with English users. I have 800XL, 1029 printer, 
10L0 cassette,. 1050 drive. Please write to Degryse 
Mario, Boomgaardstr 19, A900 leper, Belgium 

ST CONTACTS: 1 am 24 and would like to swap 
tips, knowledge and programs with STers over IS. 
Pen Pals wanted from all over the world. My 
hobbies are Science Fiction and computers. Write 
to F.J. Reedcrs, Pr. Margrietstr.^ 4797 HW 
Willemstad, Netherlands 



FOR SALi: 



XL SYSTEM: Two BOOXl.'s, 1050 disk drive, 
1010 recorder plus manuals anil assi>rr<d software. 
PAGE 0 Issues 13-26, 12 issues of Atari User and 
Computer Animation Primer. £250 complete. Will 
split. Tel. John on 01 743 6879 

XL DISK SYSTEM: B0QKL, 1 050 Disk Drive, 
1 010 Cassette, touch tablet, joysticks, FCC printer 
interface, Compute! manuals and software. ALL 
boxed as new. £300 o.n,0. Simon Crawley, 16, 
Victoria Road, Hitehin, Hem, SG5 2LS. TeL 0462 
581 14 

UPGRADED XL OR 130XE: Either I3UXK oi 
80XL upgraded to 128K with 4 Operaring Sysrcms 
plus 1050 fitted w itllDoubler. £200. Also ALL 
A N A J OH, PA GE 6, Monitor and some ANTIC 
mags - price negotiable. Tel. Leicester 707200 



XL SET UP: tfOOXL, 1050 Disk drive fitted with 
1 Iyper, software, disk notcher, S22 printer und 
paper. £220 O-tt-O. Alan Huunhanc, 2 Merton 
Rnad. HLghfieLd, Wtgan, WN3 6AQ 

MAC A/INKS: 20 issues of ANTIC* 18 
ANALOG, 28 COMPUTE!, 4 H [-RES, 9 PAGE 
0, 1 1 Monitor,. 10 Atari User plus books and 
manuals. D. Comroy, 17 Finsbury Ave, Blackpool. 
FY I 6QH 

STAR TER PACK: HOOXLand lOlOtape 
recorder, S Ware, magazines and utilities. £250 
n.n-o. Tel- 0753 4?08o 4-0 p.m. weekdays or 
weekend or Write to R. Gilpin, 5. Man-side, 
Langley, Slough, Berks SL3 7ES 

XL SYSTEM: 8C0XL with controller card, [050 
drive, 810 drive with Archiver, 1010 recorder. £ ViO 
o.n.o. Phone 01 -560-8173 

XL KIT: XL with 1050 disk drive and 1010 
cassette, much tablet, joystick, etc. £295 - no offers! 
Phone Roger on 0206 8(31640 after 5.30 p,m. 

XL SPECIAL; SOOXL* Rev. C Basi Cj 1029 printer 
with Font 4 ROM and Spare ribbon, 1 050 Drive and 
10 10 cassette, books and software all in Ks 
Condition. Cost £650, will accept £320 O-n.O, 
Phone R. Clarke or: Knowle f5b': "8274 

XL SYSTEM: XL computer and data recorder still 
in mint condition. Atari User and PAGE 6, Quick 
Shot II joystick and software. All in good condition. 
£110 the lot. Contact Gary on 01 648 0656 
weekdays. 

XE SYSTEM; 1 50 XE and 2 Lazer Disk Drives. 
Will Split. Otters. Ring Geoff Covenrn- i'O203) 
443963 

800 XL: Boxed as new £45. I J0XE Handbook, £5. 
Some PAGE b. Monitor and Atari LTser. Further 
details telephone OH 32 74037 

XL SYSTEM: SOOXL, 1050 Disk Drive with 
Laser and Doubler, 25 Assorted magazines, dust 
covers, lockahlc disk bos, joysticks and over 100 
disks. All in sramaculate condition. £250 or could 
split. Contact Ian on 051 426 1475 after 5 p.m. or 
write to 55, Poplar Grove, Prcscot, Merseysidr L35 
5AY 

102 7 PRINTER: Immaculate condition, hardlv 
used. £50. Phone Neil on (0709) 365701 

MONITOR: Thompson 14" RGB colour mi>iiiruj. 
£180. Also Atari 850 interface unit, £70. T*L 0634 
606370 

PERIPHERALS: 1050 disk drive with Archiver, 
sound sampling system and 20 disks of software, 
£100 the lot, 1029 printer wiih 20 disks of software 
£ 1 ; Pin >n l" B ' 1 lam > 0 2 1 7 47- 36 L ft a r> er 6 p.m. 
and ask for Nigel. 

DECEASED: Clapped out 1050 Disk Drive for 
sale plus software if you can afford to get it fixed. 
For details send a large s.a.e. to J, Halh 35 School 
Lane, Wallasey, 1.44 213 W 

XL SYSTEM: Atari SOOXL, 1050 Drive, 1029 
Printer, L0I0 recorder, Touch Tablet. RepLiv 
Sound Sampler plus load* of software all tor £299 
Tel. Paul 04022 24268 

MAG SALE; ANTIC issues April - August '86 
£1.50 each- ANTIC with disk September '86- 
August l R7 £>0 the set. Ring 0822 S52796 

COMPLETE XL SYSTEM; SOOXL, 1050 D D. 
with 1 -azer, 1029 Printer, 1010 Recorder, software 
and technical manuals. Phone 0256 463848 after 8 

p.m. 

UPGRADED XL: 1 28k 800XL with Rev. C Basic 
and Ultimon SO column, Warpspeed 800 OS, 1O50 
Happy Drivcj 1010 cassette, disks, bonks, majjs, 
cassettes & FCC interface. £400. Phone Mark on 
0702 337509 after 7 p.m. 

CITIZEN 120-D PRINTER: With NLQ & Epson 
compatible print styles includes reverse print* £130. 
Atari Assembler cartridge £12. Horn with manuals . 
Tel. George on 0268 743725 



XL SYSTEMS: L SOOXL dual OS. Ornnimon XL 
with switch plus 810 drive with Archiver chip and 
does, R*v C can. £150 o.n.o. 1) HOOXL and 1050 
drive and games £9£. 3} Action! cartridge, book and 
Utilities disk. £39 4) Assembler Cartridge and docs 
£12 Ph:J Brown. ->1 Hank Street, Newquay, 
Cornwall. Tel. 0ft37 87251 1 

MAGAZINES; PAGE 6 issue 6 to present, the 
complete Atari User, numerous C -t- VG, offers 
please, wiLL split- Tel. Thomas on 0279H4 3106 

PRINTER INTERFACE: Xetec Parallel printer 
interfaces Epson compatible, supports graphics. No 
software needed. £35. Buyer collect*, Alan 
Fletcher, 114- 27 Castlebav Drive, MLLron, 
Glasgow G22 7LJ. Tel, (04) 772 8964 6.30 p.m. - 
7.30 p.m. 

ODDS & ENDS: Any reasonable offer on anv of 
the following: PAGH h I - 27, Atari User L - June- 
'87, ANTIC Feb '83 to May l 87, ANALOG 0- 5$, 
ANTIC Anrhology, ANALOG Compendium, 
Atari Assembler, ML for Beginners, Inside Atari, 
Your Atari Computer, Mapping the Atari, Atari 
Graphics 1,2 fit 3, Atari Collection Vol.2, 
Compute !'s Atari [ and 2, Animation Primer, 
Computer Eyes Digitizer, Basic XL and roolkit> 
varied graphics software. Phone Ken on 
Wolverhampton (0902) 78328S 

COMPLETE SET-UP: SOOXL, 1050 Drive, 
XC12 recorder, Ass. Editor Cartridge, £150 of 
gamesj also PD Software, books and over 100 
maga/.ines. £175 will not split. Phone Ken on 0273 
504A21 after 7 p.m. 

Mll>[ FOR XL XE:Difiirra* 16 track professional 
sequ<-iic<;r Includes interface bos .ir::di in. out and 
rhruj and software on disk- All original docs. Cost 
£165 - will accept around £80. Phil Brownj 57* 
Bank Street, Newquay, Cornwall. Tel Ofi37 872511 
(work] 

ATARI MAGS & BOOKS: 31 issues of 
ANALOG, £25. 31 issues of ANTIC, £25. 15 
issues of COMPUTE! £15. 4 issues of Hi-Res. 
£6.50, 22 issues of PAGE 6, £14. 12 issues of Atari 
User, £4, Ail in v. good or mint condition. A- 
Fletcher, 11 4-27. Oasrlebav Drive, Milton, 
Glasgow. Tel. (043 1 772 flOfj4 

EPSON RXJtO RPSOi Cut sheet feeding 
attachment, brand new and boxed. Bought in error 
for LXflO. Fraction of list price at £26. Tel, C06251 
207iS2 



WANTED 



MAC 65: Cartridge, manual and MAC to toolkit 
wanted. URGENTLY!! Contact Phil at the PAGE 

6 office. 0785 213928 

IflSfl DRIVE: Must be in Rood working order and 
at a reasonable price. Phone Gosport 594418. Mrs 
M. Hamlyn 

HARDWARE: Any Atari bits, dead Or alive, 
S ware, Books, Mags ere, wanted. Contact Mr. 
Shephatd, 9H Western Rd.j Brentwood. Essex, 
CMI4 4SS 

8-BIT SYSTEM; L 30 XE and 1050 wanred. 
Cash exchange, Ring 0822-6527^6 

1050 DRIVE: Somewhere in the £50 region, Also 
1029 printer around £50. EC Scot iu-v. Pun! •, Sl-l-:, 
Bwleh. ■['■-. 1 1 v.iri-.| iev], Angksev, Gwvr.iaid LI. 74 
8RG 



Y( ll oan usl- CONTACT. Ii h free of 
t-har^f and open to any notice connected 
with Atari with the exception, of the sale 
or cxchan^i: of commercial software. 
The Julie or reserves the right to rejeel, 
unsuimhlc notices. Please study the 
format of the present notices and draft 
yiuirs accordingly. Put your notice on a 
plain sheet of paper headed CONTACT 
and send to CONTACT, PAGE 6, P.O. 
IIOX 54, STAH-ORD, ST 16 11>R 
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PIRATES OF THE 
BARBARY COAST 



Cascade Games 

Disk £9 # 95 ST Disk £12.95 

1 player/ 1 joystick 

"Whilst docked in Casablanca, your 
ship is attacked and plundered by 
'Bloodthroat the Pirate*, a blood-thirsty 
rogue who terrorizes the seven seas. He 
has taken your daughter Katherine and 
demands 50*000 gold pieces for her safe 
return." 

And so the scene is set for PIRATES 
OF THE BARBARY COAST, a new 
trading simulation from Cascade Games 
in which you have just thirty days to raise 
the necessary ransom to secure the reJease 
of your daughter, by dealing at the 



Paul Rixon 
meets Pirates ... 

Droids and 
Snooker Players! 

various ports along the African Bartaary 
coast, or better still, putting a stop to the 
evil wrong-doings of the notorious 
Bloodthroat- Impressed by this dramatic 
build-up I donned my skipper's cap, 
boarded the 'American Star' and 
ventured forth into the great unknown. 

Following the loading procedure and 
a title page with apt musical 
accompaniment, I was invited to read the 
ship's log {which served to reiterate the 
instructions) and was then presented with 
a map of the Barbary coast and nearby 
islands. Underneath the map, data 
relating to my available supplies and 
current location was shown, and this was 
updated on subsequent access to the 
screen. Having chosen my destination by 
positioning an arrow over the required 
port? I confirmed my selection., and 
waited while the disk revolved for what 
seemed like an eternity (Cascade 
obviously recognise this problem as they 
suggest making notes in the interval!). 

A seemingly useless picture of the 
ship's cannon eventually appeared with 
the prompt 'To Port', Selecting this 
induced yet another lengthy disk access 
and finally a greeting from Thoresen the 
master tradesman from Tangier, plus the 
option of visiting the stores, having the 
ship repaired, trading at the port or 
moving on to the next location. Well, as it 
is a trading simulation I decided to £ do 
business' at the port and rhe display 
switched to a cross-sectional view of the 
ship's hold. Positioning an arrow cursor 
over an item in the hold, such as 
Medicine, Silk or Cocoa, revealed a 
'window* and an offer for the goods in 
question. It was then up to my skill and 
judgement (ha!) in deciding whether to 
accept or refuse the offer, or to dicker for 
a better deal. Naturally choosing the latter 
option, I was allowed a two gold piece 
increase., but on pushing my luck too far 



the tradesman refused to deal any longer. 
After offloading the remainder of my 
cargo and undoubtedly getting ripped off 
in the process, I paid a visit to the buying 
market which was much the same as the 
selling one, except of course that I had to 
haggle for lower prices rather than higher 
ones. A few gold pieces (gp) lighter in the 
pocket , I took my chosen stock of Wool 
back to the ship and decided to check out 
the stores. 

Here., there was food, news and 
cannonballs for sale, as well as extra crew 
members for hire. I stocked up with Red 
Herring sandwiches and attempted to 
obtain the news, upon which the 
storekeeper demanded a 9O0gp bribe for 
the privilege! By now I was bordering on 
skint and credit was strictly forbidden, so 
I set to sail and arrived at the next 'exotic 
location' where I hoped that someone 
would appreciate the Wool I had brought 
them. Good news! Wool was in high 
demand and I netted nearly 22000gp for 
the kitty! Investing all of this in Silk 
turned out to be a wise decision, as I later 
managed to flog this for a cool 40O00gp! 
What an easy life, 1 thought, foolishly 
spending the whole caboodle on Tobacco 
and discovering a potential loss in store at 
the next port. It was better luck at the 
following location, where my financial 
assets rose to just 500gp short of that 
magic ransom figure. This was soon put 
right in a quick deal on Medicine. 

Already I had raised sufficient funds 
to pay off Bloodthroat, so having 
stockpiled plenty of nosh for the crew I 
made for the islands, where it was 
rumoured Bloodthroat lie in waiting. Sure 
enough, there he was and I was asked 
whether I wanted to confront him in 
battle (in which case, what would happen 
to Katherine I wonder?) or hand over the 
readies. Anything for a quiet life I 
thought, and reluctantly parted with the 
cash only to live happily ever after within 
the colourful confines of the highscore 
table. That is, until the computer was 
switched off because although the drive 
tried desperately to permanently record 
my achievement, side B of the disk hadn't 
been notched!! 
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Okay j so that was the game, now 
where's a!) the 'Action, adventure and 
derring-do on the high seas 1 claimed in 
the sales hype? Well, what I haven't 
mentioned is the battle which can take 
place if you are lucky enough (J) to meet a 
Pirate on your travels. It must have been 
the Pirates' day off when I played the 
game* but I can reliably inform you that 
there is occasionally □ battle - although 
you can choose to flee from it - and if you 
manage to sink the enemy you can either 
pick up the ship's accumulated booty or 
read its log for clues. 

A battle consists of firing rather 
feeble looking cannonballs at the Pirate 
ship as it sails across the horizon. You 
have to select the cannon elevation in a 
very similar fashion to the battle scenario 
in 'Beachhead I\ that's if you manage to 
load one or all of the fifteen cannons in 
time. This sequence involves selecting 
loadj cannon, powder* cannon 3 push rod, 
cannon, brush, cannon, elevation, cannon 
and fire in precisely the correct order - 
realistic as it may or may not be, it 
certainly becomes extremely tedious after 
a short while, especially as the cannons 
seem to automatically unload themselves 
when you exit the screen. As I have 
already discovered though, you can sail 
away from potential conflict in the safe 
knowledge that it's just as easy to 
complete the game without the bother. 
This can also be said for the 'treasure', 
that is supposedly located on one of the 
islands. Searching for it can expose the 
crew to disease, and since they are 
expensive to replace it's not a good idea to 
make the effort. 

So, having made it into the highscore 
table you can either have another go or 
better still, turn off and try something a 
little more exciting - like Yoga or Chess 
for instance! Giving credit where it's due, 
I should mention that each of the 
locations is nicely drawn in graphic 
adventure style (although they do tend to 
get obliterated by the pop-up windows!) 
but I'm afraid the sound is little more 
than adequate and, in contrast to the 
over-imaginative blurb, the game plays 
somewhat sedately. 

Whilst it is certainly an ethical 
improvement for Cascade Games since 
the days of their ill -reputed 'Cassette 50*, 
PIRATES OF THE BARBARY 
COAST is unlikely to appeal to any but 
the youngest of Atarians. Full marks for 
an original concept, but not quite the 
action-packed strategy extravaganza I was 
expecting! 

An ST version of the game is 
available but I have not seen it. I suspect 
that the graphics may be better but that 
the game is very similar in play. * 




DIZZY DICE 



Players 
Cassette 
£1,99 
1 player 
1 joystick 



DIZZY DICE is a computer fruit 
machine played like a conventional fruit 
machine^ which obviously means 
spinning the reels in the hope that they 
will display a winning combination of 
symbols when they come to rest. In the 
unlikely event of a win, you can opt to 
pocket the prize money or alternatively 
throw discretion to the wind and gamble 
for a higher amount. This feature is 
implemented by a ( roulette wheel' (looks 
more like a rotating sundial to me!) - you 
must correctly predict the symbol on 
which the wheel will stop to collect the 
bonus. It's up to your gambling sense 
whether to go for a higher bonus or a 
more probable outcome. 

All the usual features are included 
such as Hold, Collect and Gamble, with 
the exception of Nudge, An additional 
feature is the 4 dice game' in which you 
can win up to $200 by guessing whether a 
throw of the die will yield a higher or 
lower outcome than [he last, or if it will 



be the same. Also, you can select either 
normal or bank mode at the beginning of 
the game. In bank mode you commence 
play with $20 and try to increase it to 
SlOO-io break the bank! Achieve this 
and the bank limit is increased on 
subsequent successes up to a maximum of 
SIOOO. 

If you dislike games that involve a lot 
of screen changes* you'll be pleased with 
DIZZY DICE as all the main functions 
are crammed f crammed being the 
operative wordl) into just one screen } this 
being reasonably well laid out with ti 
notably liberal use of colour. The use of 
sound however t is rather less than 
spectacular with the instruction page and 
endgame sequence accompanied by the 
most awful racket you are ever likely to 
hear! Incidentally, i be inlay card 
illustrates a screen shot showing a cartoon 
style view of the fruit machine, although 
it doesn't actually seem to appear in the 
Atari version. Methinks it's about time 
the Trading Standards people put a stop 
to this misleading practice. 

To sum up, DIZZY DICE doesn't 
offer anything radically new over 
Mastertronic's 4 Vegas Jackpot' or indeed 
the multitude of type-in listings that have 
appeared in various computer magazines 
over the years, but for compulsive 
gamblers with a cash flow problem it is a 
reasonably entertaining alternative to 
bankruptcy. And at this price, you can 
afford to take a gamble! m 




L.A. SWAT 



Mastertronic 
Cassette £1.99 
I player 
1 joystick 



A terrorist gang has taken over the 
West side of Los Angeles and it's up to 
you 3 as Special Weapons And Tactics 
(SWAT) team leader to defeat the 
baddies and rescue the hostages. 

First of all it's a vertically scrolling 
trek (Gunlaw style) through downtown 
L,A. where you may just notice the odd 
yobbo hurling a grenade in your 
direction. Sidestep these, but watch out 
for snipers taking pot-shots as you pass, 
and don't get too near to a terrorist - a 
close encounter can be an extremely 
painful experience I Your machine gun is 



going to get a lot of use on this mission, 
but you muse be careful not to blow away 
any innocent civilians. 

Eventually you'll make it to a 
crossroads where a quick reaction time 
will prove to be a useful asset, as the 
baddies mount a final desperate attack , 
After a while a captor will appear 
clutching the hostage, and you've got to 
blast him away from the scene without 
harming the victim. Then it's on to the 
next level where the gang have now 
recruited new members, ensuring plenty 
more action to keep you occupied. The 
blurb mentions something about 
appearing on Network Television, but 
whether this is an actual feature of the 
game remains to be seen. 

L. A. SWAT may not be in the best 
possible taste but it's a reasonable, 
uncomplicated commando shoot 'em up 
with moderate graphics, adequate sound 
and a mild addictive quality. It's bound to 
do well at the price. • 



Pagt €■ - Issue SI 77 



ARKANOID 



Imagine 

Cass, £&.9S,'Disk £12.95 
1-2 players 

1-2 joysticks, paddles/ 
keyboard 

Anyone for Breakout? Yes folks, 
whack-a-brick, bounce-a-ball fever is 
back upon us } courtesy of Imagine. 

Forget all the blurb on the inlay card 
regarding space ships and suchlike - 
ARKANOID is essentially an enhanced 
version of the Atari classic. For the 
uninitiated, the program displays screen 
after screen of multicoloured bricks which 
are destroyed when [hey come into 
contact with the ball. This bounces 
around the play area rebounding off of 
the bricks, the three perimeter walls, and 
a fourth, much shorter 'wall' - better 
known as a bat. You have to position the 
bat in the path of the oncoming ball - 
otherwise a life is lost - and ultimately 
eradicate all of the bricks to progress onto 
subsequent levels. 

Doesn't sound like much of a game 
by today's standards, right? That's why 
Imagine have thrown in a few extra 
goodies along the way. Selected bricks, a 
large proportion in fact, conceal round 
capsules and if you destroy the 
appropriate brick, the capsule floats 
downwards presenting you with the 
opportunity to catch it and benefit from 
one of several special effects, depending 
on the colour of the capsule and the letter 
it bears. For example, a *F lets you have a 
bonus life, an *E' elongates the bat and an 
'L* transforms the bat into a twin 
laser-firing attack ship. 

Constantly emerging through 
one-way doors at the top of the screen are 
a varied selection of niggling nasties. The 
animation of these is excellent, but it's not 
a good idea to admire the graphics for too 
long - if the ball touches alien matter it is 
deflected in a random direction at 
increased velocity. Thirty-two levels later 
you are given the chance to confront the 
'Dimension Changer', or so I'm told( The 
playficld is very colourful boasting a 
highly patterned and very imaginative 
backdrop, although the bat and ball are 
slightly disappointing, as are the bricks 
which are simply solid blocks of colour. 
There isn't any music (pity about that) 
but the few existing sounds are of 
reasonable quality and suitability. 

The game's overriding strength lies 
in its immense addictivencss, and if you 
consider this property to be more 
important than its originality factor then 
you should turn a blind eye to the perhaps 
over-inflated asking price and waste no 
time in adding ARKANOID to your 
arcade collection, * 



powerdown 



Mastertronic 
Cassette 
£1.99 
1 player 
1 joystick 



Can you destroy the isolated asteroid 
fortress of inter-galactic arch- villain 
Argon and put a stop to his evil antics 
once and for all? You can find out by 
purchasing POWERDOWN, a game 
which comes from the keyboard of 
Graham Askew. If the name sounds 
familiar, that 1 ? because his work has 
appeared in past issues of PAGE 6 
(remember Gangsters and Supply 
Blaster?}, He has now advanced into the 
wonderful world of commercial 
programming with this game^ which adds 
to the ever-growing list of bargain titles 
from Mastertronic, who are presently the 
most prolific publishers of budget priced 
software for the Atari. 

POWERDOWN is a game of the 
vertically scrolling arcade genre 



combining a mild dose of the well-tested 
shoot 'em up philosophy with a 
requirement for strategic skill, a degree of 
dexterity and just a sprinkling of good 
fortune. Your aim is to infiltrate the 
fortressj to destroy Argon and to shut 
down the power source by manoeuvring 
your trusty space ship through numerous 
screens (in your own time), negotiating 
the inevitable defence system and zapping 
at appropriate moments. 

Naturally j Argon' s fortress is 
zealously guarded against penetration by 
his invincible army of Argoniks together 
with death rays, lasers, gunfire and 
combination locks. However, the 
Argoniks turn out to be a blessing in 
disguise as they transform solid white 
walls into zappable red ones. They can 
also be confined to specific areas of the 
fortress by tactical opening and closing of 
doors and are needed ultimately in order 
to gain access to Argon's control room. 
'Shields' are also a necessity and their 
deployment is crucial to success in the 
game. An ingenious and possibly unique 
feature is the television s-canner* that is 
used to discover a combination lock code 
- it took me quite a while to figure out the 
meaning behind this one! Although sixty 
minutes is the time limit allowed, I 




ON CUE 



Mastertronie 

Cassette 

£2.99 

1 -2 players 
1 joystick 




Not one game but two this time from 
Mastertronic in a package aimed at all you 
green baize enthusiasts out there who are 
too tired to hazard an expedition to the 
local snooker hall and haven't enough 
room for a real table due to all that 
precious Atari equipment! 

ON CUE completes the hat-trick of 
snooker simulations for the 8-bit Atari 
and also includes Pool as a separate, 
though virtually identical program. No 
need for me to explain the rules, suffice to 
say that all the regular ones apply and 
Mastertronic have included a vague 
outline of these on the inlay. Dealing with 
Snooker first, the table is not green as you 



might expect but black for reasons of 
clarity, and as with 'Steve Davis Snooker' 
by CDS, this choice of colouring works 
well and is preferable to the bright green 
of the first Atari Snooker simulation by 
Thorn EMI, In case you're wondering 
how the black ball is distinguished from 
the black table, this is achieved by a white 
circle around its circumference. The 
yellow and brown balls look suspiciously 
like different shades of green to me, but 
otherwise all are reasonably recognizable 
(unless you've got a black and white 
television of course!). A rather blocky 
cushion in bright red has an adverse affect 
on the visual 'feel' however. 

Playing a shot involves positioning a 
small cross-hair cursor over the point at 
which you intend to aim the cue ball } 
setting the desired ball-spin and power 
level, and finally hitting the trigger whilst 
simultaneously crossing your fingers in 
expectation that Lhe ball may, unusually, 
travel in the required direction. There's 
no telling really, so you might as well 
adopt my own established strategy of 
hitting the cue ball at full power into the 
object ball and hoping that it will end up 
in a pocket! 

Talking of poweri the program seems 
to assume an exceedingly over-cautious 
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managed to complete the mission in 
around half an hour (real time) but not, I 
hasten to addj before a great deal of 
practice and experimentation! 

In a welcome departure from normal 
Mastertronic policy, the instructions are 
very informative and Fd be more than 
happy to see this practice adopted in their 
future releases (Mastertromc are you 
listening?), Sound effects in the game 
aren't worth throwing a party over, but 
they're on a par with the majority of 
recent budget titles, and the graphics are 
very good indeed! Animation is in 
abundance without any sacrifice to 
response time, the scrolling is 'typical 1 
Atari (superb) and there's plenty of colour 
and detail. 

Although I could criticise the slightly 
irritating delay encountered when 
obtaining a new ship and the lack of an 
abort facility, these are really only 
insignificant points in a game oozing with 
payability. What's more, 
POWERDOWN is thoroughly addictive, 
reasonably challenging and if that isn't 
enough, will only set you back a mere 
£1.99! I can't think of any better reasons 
to immediately rush out and buy it, can 
you? « 




MISSING ... ONE 
DROID 



Bug- Byte 

Cassette 

£2.99 

1 player 
1 joystick 



Despite their experience, Bug-Byte 
are not a company noted for exceptionally 
high quality software and they have yet to 
produce a serious threat to their 
competitors in the battle of the budget 
barons 3 although their last release - 
CHICKEN CHASE - was a step in the 
right direction. MISSING ... ONE 
DROID is Bug-Byte's latest offering and 
has been released under licence from 
Analog. The author - Paul Lay - is no 
stranger to PAGE 6> and you will 
undoubtedly remember his fantastic game 
Wlunchy Madness' that appeared in issue 
24. 

This one is written entirely in 
machine code (not an obvious statement 
to make when discussing Bug-Byte] ) and 
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attitude towards its use. Consequently, 
even at full blast the cue ball struggles to 
travel the length of the table. It also has 
the annoying habit of suddenly 
accelerating after a collision^ which 
doesn't say much for the realism but 
admittedly comes in handy on occasions! 
Nine levels are available at which to play 
the computer - level one ensures a 
computer blunder every time whilst level 
nine won't give you a look in if you so 
much as dare to miss a single pot! At 
times the computer is a little long-winded 
in deciding on its shot* although perhaps 
this is intended as a touch of deliberate 
realism? 

You can always choose to play 
against a human opponent — although 
youll have to share one joystick as there is 
no provision for a second one to be used - 
or you can watch the computer battle it 
out against itself. No prizes for guessing 
who the winner will be, but if you can 
re-create some of the 'impossible 1 pots the 
computer is capable of you should give up 
arcade games immediately - there's a 
hefty cheque waiting to be won at the 
next international competition! If not } 
never fearj for there is a chance to get 
your own back, as an edit facility enables 
the setting up of balls in any desired 



formation and game continuance from 
this point. This opens up all sorts of 
possibilities, such as re4iving famous 
situations, practicing your potting 
technique and of course, setting up the 
table in your favour in an attempt to beat 
the computer! When you can*t beat 'em, 
cheat 'em!! 

Pool is based around the same 
program as Snooker, except of course that 
the balls are coloured in accordance with 
the game requirements, and all of the 
appropriate rules apply, I discovered a 
slight bug whilst messing about in Pool 
edit mode when I suddenly found myself 
with four cue balls on the table, followed 
shortly afterwards by an irreversible lock 
up } although I've tried this option since 
without any such drama so it would not 
appear to be a major problem. 

Having compared ON CUB snooker 
with l Steve Davis Snooker' it is apparent 
how remarkably similar the two games 
are. The CDS game still holds the edge 
over ON CUE in my opinion 3 due to the 
latter program's cosmetic inferiority and 
lack of a table-speed facility, although 
with the added bonus of Pool and a price 
one third that of the CDS game, ON 
CUE represents excellent value for 
money. 



boots up from cassette in around one 
hundred seconds. A disk version is also 
mentioned on the inlay, which hardly 
seems necessary for such a short amount 
of code. Now for the customary elaborate 
story,, which tells of how Rusty the Droid 
has become separated from his Droid 
companions due to his impetuous 
tendencies - he has foolishly manipulated 
himself into a topo-dimensional converter 
and promptly disappeared into a 
construct universe!! Intuition tells him 
that if he keeps active and fights off the 
assailants ? the construct universe will 
become over-stressed and reality inertia 
will flip him out of the construct and back 
to his pals in the real world! 

Onto the game itself, which runs in a 
similar vein to 'Robotron 2084' and opens 
up with a title page almost identical to the 
'Munchy Madness 5 one, complete with 
scrolling starscape^ reverberating colours 
and futuristic sound track. A press of the 
START key reveals Rusty, in a blank 
void, all alone (ahh!). Enter the wicked 
baddies, right, left and centre, whose only 
intent is poor old Rusty's destruction. 
This is where you enter into the plot, 
guiding Rusty around the screen to avoid 
various aliens, and blasting them with 
Photon missiles at every available 
opportunity. Clear one screen and it's 
onto the next level of increased difficulty. 

That's really all there is to it. Each 
collision with a pursuer decreases your 
score and energy level, whilst a successful 
hit increases the score, and extra energy 
may be obtained by collecting heart 
symbols. The existing graphics are very 
well done but are lacking in quantity and 
variety, with large and clearly detailed 
PMGSj together with the scrolling 
starscapc, adding interest to an otherwise 
forgettable scene. 

I can only describe MISSING:... 
ONE DROID as a competently 
programmed revamp of an aged game 
concept that would merit unreserved 
praise as a magazine listing, but one that 
is far too simplistic and monotonous to 
warrant a 100% recommendation in 
today's competitive budget market. 
Apologies, Rusty! _ 
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IOCB'S -«»ier than 

you think! 



This issue, as promised, we will delve into the working of 
the IOCB block. This block is controlled by certain locations in 
memory and if these locations are POKEd correctly then some 
great things can be achieved. 

When you connect the tape or disk lead into the 
input . output socket of your computer you have given yourself a 
choice of eight communication channels, 0-7 (remember 
OPEN #lj etc.?). Each channel has sixteen bytes of memory 
reserved for it in ROM, from locations 832 to 959. You will be 
lold by various handbooks that you can use all channels for your 
own use except channel 0 because this is reserved for the screen 
editor. This is not true, as the 'Forced Read Mode' 
demonstrated in my last column showed. 

Channels 1 to 5 can be used at will. Number 6 is mainly 
used by the PRINT statement to input characters to 
GRAPHICS 1 and 2 (for example, PRINT #6; "TEXT* % but 
can be used as an I O channel in GRAPHICS mode 0. Due to 
public demand* I once wrote a column of PEEK s and POKEs 
in which I mentioned location 703 which would amend 
GRAPHICS 0, A window would be placed in this mode ? 
normally a full sized screen, and PRINT #6; would have to be 
used if printing was required on the screen., while PRINT 
would display to the window. 

The last channel, channel 7, is another complicated 
channel. If you use this channel as your own and try to send 
something to the printer , an error will occur. LIST (to or from 
a device) will use this channel, even if it is already open. When 
finished, LIST will close it. LIST, LOAD, LPRINT, RUN, 
and SAVE all use channel 7. LOAD and DOS commands close 
all channels except 0. 

WHAT CAN WE DO? 

Now we know about the IOCB, let us see how we can use it 
to our advantage. 

Firstly we must let the computer know that we require to 
use a channel. This is done by 

OPEN #A,B S C,D 

where A = the channel number you wish to use, B = a 
command to be implemented, C = an auxiliary code, normally 
zero, and D = filename (eg, D:FILESPEC. EXT or 
C:FILESPEC.EXT). 

Although only C: and not the filename is used by the 
computer to open the cassette, it is handy for future reference to 
use this approach with cassette based files. Do not worry for the 
moment about variable B, I will explain this in a later article. 

If we go back to the last column regarding storing screens, 
we can now use a channel to transfer all our stored screen data 
to or from cassette or disk. Let's assume we have opened 
channel #t . We can PUT a single byte that had been stored in 
the variable Z through to our peripheral by PUT #1> Z or we 



could transfer a string by PRINT #1, AS, The opposite of these 
commands arc GET #1 , Z and INPUT #1, AS respectively. 
When we have finished transferring data the computer will add 
an END-OF-FILE marker and the channel should then be 
closed by using CLOSE #1 . 

Listing 1 is a program that will open a file named 
'SCREEN 1 on the disk and place the contents of the screen into 
this file. The screen is then cleared and all the information is 
taken from the file and placed back onto the screen (note how 
slow it is). The program can be easily amended lor cassette 
users, but do not forget to reset the tape to the start of the file. 

DOING IT IN MACHINE LANGUAGE 

All this can take some time if we use Basic. What we need 
is a handy machine language routine to speed things up. 
Fortunately, within the operating system of the ATARI there is 
such a routine which we can access and let it do all the work for 
us. No need to panic about Assemblers just yet! This routine is 
the Central Input Output which calls the Serial Input Output 
to drive the serial bus and peripherals. That sounds like deep 
computer philosophy and I am sure that you have visions of a 
program with yards of illegible DATA statements, a USR 
command rhar does work but you have no idea how, and you 
may think that this is just another mystery that will be relegated 
to the realms of TJfe, the Universe and Everything 1 , Would I 
confuse you? The USR call has only half a dozen op codes and 
they are explained fully in Table 1, All that we need to do is to 
let the CIO know what IOCB we will want to use and the 
computer will do the rest! 

You will note that I am using the PUT variable statement. 
The reason for this is a limitation to the PUT strittg statement. 
Although the string can be dimensioned to the full extent of 
spare RAM if needs be (leaving no workspace of course!), the 
INPUT statement does not generally read strings greater than 
about 1 10 characters. This necessitates a FOR. NEXT loop 
similar to GET. As CIO handles only one byte at a time, it is 
easier to use PUT GET routines for fast access times. 

ALL IS EXPLAINED! 

And now, finally, the long awaited explanation of fast I/O 
access! As you will notice in Listing 2, line 10120, the code is 
very short. Listing 2 is the save routine and Listing 3 is the 
retrieval. Both are very similar in nature and need few changes 
(aren't I kind?). The graphic mode and screen colours are 
noted, as is the amount of bytes to move, and the screen 
memory position to start from. Roth of these programs can be 
used as a basis tor any transfer of large amounts of data, such as 
fonts. 

The USR call lets the program be controlled by the CIO 
routine at location 58454 ($E456). You must tell the routine 
what IOCB block you will be using (IO in the programs), then 
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by Mark Hutchinson 







Table 1 




ATASCII 


DECIMAL 


OP CODE 


REMARK 


h 


101 


PLA 


CLEAR STACK 


h 


104 


PLA 


CLEAR STACK 


h 


104 


PLA 


GET IQCB BLOCK 








NUMBER 


□ 


170 


TAX 


TRANSFER TO X 








REGISTER 


L 


76 


J MP 


GO TO ROUTINE AT 




86 


$56 


LOW BYTE 


0 


228 


BE4 


HIGH BYTE 



The stack is, like a column of pop up plates that you would find in a 
self scmce restaurant. The last XO go on top ii the JLrsi k> come ni l". 
When a subroutine is called (via USRJ the computer places two bytes, of 
information for its own use on the stack. These we do not need and they 
arc laken off by PLA. The third is the IOCH number (10) and this is 
transferred to- the X regisUT. The program is sent (jumped) to an inbuilt 
routine in the Operating System at Lwaiiun 58454 (228"* 256 4- 86). 
This routine will do all the work for us. 







Table 2 




INPUT/OUTPUT CONTROL BLOCK. 


This consists of eight channels (0-7) each of 16 bytes, from 


Ictcai ions 832 to 959. The byre offset (that which is added to the IOCB 


location) is gHven below. 


OFFSET BYTES USE 


0 


1 


Index to device name for current OPEN file. 


1 


1 


DevEce number ( ] lor Dl . 2 t'nr D2'i, 


2 


1 


Action to be taken during open command, in our 






case 1 1 for PUT, 7 for GET. 


3 


l 


Most recent status. 


4,5 


2 


Buffer address for data transfer or the address of 






the OPEN file. In our ease the Display List 






pointer. 




2 


Address of device's PUT one byte routine. 


8,9 


2 


Buffer length for PUT GET routines, hi nur case 






the number of PUT's and GET's. 


10 


1 


Used no specify file access. 


11 


1 


Used by device driver. 




2 


Disk sector number for NOTE and POINT 


14 


1 


Byte within sector for NOTE and POINT. 


15 




Sparc. 



use the offset to set the IOCB details. The offsets are detailed in 
Table 2 and the line workings are explained in Listing 2. The 
listings will work just as well with the cassette if the device 
designation is changed from D: to C:. 

One last point should be noted. While running the 
program, the computer is always updating the screen. If the 
screen was turned off, the computer would operate faster. In 
tact up to 30% faster in some cases, so use this little code. 

P = PEEK (559):POKE 559,0 - This will turn off the 
screen, 

POKE 559,P - Turn on the screen. 

ARE YOU STILL THERE? 

During the summer months I have received very little 
correspondence. Does this mean that there are no more 
beginners reading this column? Or has everybody suddenly 
become shy? S.A,E- b s as usual to me at 1, Holly mount, 
Finaghy, Belfast BT10 0GL 
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lix planar Inn of Listing 2 

Line lOOOO opens a file called 'TICSAVE- ro disk. 

Line 10010 places the GRAPHICS mode,, held in Ltxaiion 87, and all the colours 
from locations 704-712 into the rile. 

I .inc 10020 finds the lop of RAM and the screen pn hirer t'iT lh< graphiE-?. modL' 
you are using. This will change wjrli difTerertt modes us each mode uses a differing 
iimuunt of memory. 

Line 11K134} sets rwo variables for us* later on. 

Line 11KJ40 changes It.) to lt> and adds to IOCB. Channel 0 is at Ltication fl}2, 

Channel I : nur opened channel; h 16 bylrs further on. Set the nffscr for PUT. 

I .inc 1 ITOtO works out the high byte af the address. 

Line 1 0X160 works Out the low byte of the address. 

Line 10070 Places the two bytes in the rclarivc IOCB offsets. 

line 100 9^1 works out the number of bytes used by the screen. This is the same as 

the number of PUT 's we will use. 

Line 100*0 places the nurnhcr of PUT 1 * in the relative IOCB offset. 

Line lOltW Activates rhc machine cod<; routine, held at an address known to the 

computer. 
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Revision C 
for Cassette 




DEMO MAGIC 



from Chris Fox 

Most of the demos you see involving 'flowing' colours 
involve some sort of manipulating of the display list but here 
demo master Chris Fox shows that you don't need to 
manipulate the Display List at all, in fact you don't even need 
to use one! No Display List, nu Antic, so how is it done? Ah, 
that's a puzzle for you to solve, or a secret to be kept from all 
but the few. Even if the secret proves too difficult to discover, 
type it in anyway* it's another of Chris Fox's pieces of magic. 



by Alec Benson 



Regular readers will recall that we published a man rwo iUi j 
of Revision C BASIC a few issues ago and, as promised in the 
last issue> we now present a version for cassette users. Why 
should you need Revision C BASIC? Well some BOOXL's have 
Revision B BASIC which, unfortunately, has a few bugs 
including a particularly nasty one that adds a number of bytes 
to your program when you save it, sometimes making it 
impossible to run the program on other machines. 

Before you rush and type in the listing, check to see if you 
have Revision C already - some machines do. Type ? 
PKEKC43234). If you get the answer 96 you have the dreaded 
Revision B! So get typing] 

MAKING A BOOT TAPE 

Type in the BASIC program, checking it with TYPO 3 as 
you go, and CSAVE a copy. Next, get yourself a new tape, 
RUN the program and follow the directions carefully to create 
boot tape. Now rewind the tape and re-boot whilst holding 
down the START key. Do NOT hold OPTION down. Press 
RETURN after the beep and Revision C Basic will load and 
run automatically. 

After installing itself, Revision C does not use any of the 
memory that is normally used for BASIC programs. Revision i 
will remain in memory till power-off as the RESET key is 
trapped. 
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hrMkihujuflha in semiconductor lochnnlog[y. pfOJwng a personal c-ampjlflr Ihar wiKirini lasks wilh 
Itvrar para. Wf ch irtom !| turns less- to ma»e And «as to buy The lalesl Si campuwra m# include 
b.ill In power supplios ind bulb iri diaa dri™ The tO£ npfrnr.flg s, r *,HHr, * rK \ GEM window Environment 
| Jin ■„» cn , ps W hich arn jlnwdf iqWM in 1ha ST k try board. Thlr. anfltSK-s guiumflbc inslant 

tcchnc. wr*n i^iii a-ir-im yr, -Jiiicb Shop areplaaiacin G4hjr ihei complete Man ST rang* Our mail order 
cepjrlrnnnl is sitjolac- InSirjcvp and) we haw 1 retail cullnlii: Fud&jn. Lion House i lotlanl-jjr, CnunRdi 
am} Sellndges lC**ard Strectl W» hav* Aifjhi years experience ol Au.1 prtuii^u. tonyer Chen any other 
UK company am] hfh established Bi1h*UK'i No 1 Attn speciBlial. Wrih a, group lumper ol over IS 
miiinn and in aAcasa at 80 st*ir. we utter you unbaatabai twice ana support Wb proilda ldvaral 
fecililies which yau -nil 1lnd imoluahlA during your Atari campjllng Ma and m«i (J ihew iBGilrllas ara 
B>lilBblA ONLY FROM tlUCA. We Jupc«l lhat yiin fhhiJ ihruugh whBl we have 1d otfar. be*yne you 
decide wtvero lo purchau yrjvi A}*n ST 

\FRE E STARTER KIT - Only From Silica 

Wher purchase any Alori ST k*r<wa r d, you wilt not onty rocaiw the t»« ifslyj. Ic roanEy CDmpular 
nnrh* ,„ K fcHi. f.'l yvt will i ;c iccnud r™ h, >.,■;, ^ | rJ m Afcs/i Corparallor ji nan :if r'm imsi-sc* 

" Srf.T.'C I irry ww Oft* ' BASIC UattUMl ' ST P*f»<H V *t*nuer ' } O&GEM on ROM 
I you buy -your ST from SIIIOJ) SViOp, you atsa receive: 

In addition. «a ai Silica woulo hie io soe yau gtf nfl to m Hying atari wtlh your ner*i CBmtiiirBr w *h h 3V - 
pullDa»1hEr b ipeclBl ST STABTEB KIT worth ewer £lDO, which *ia gi.irg aw*/ FBEE DF CHARGE 
nlh i-v^ry ST ucr-puwr purchasfld ar ihji nixn-ji n^ail p-icov Tbli mi li BkMilAb^ 044 Lf FROM SILICA 
and ii airnad ai p. i>m i ij i n g u»>3 *tit*i a .jIl jok- nlrrAVJOiiC"' ihe wurkl ar compucing. W» ai a cohlimelly 
upflradmp :hc ST Startar Kit. whiuh conlalna putalK domain and Qih*' licensed icHwarB, id wall bl Mfikt 
m«aiines and jccbsswibs Hi rnlAbflni lo ST curdling. Bel urn the coupon halnw 1or lull details. 

{DEDICATED SERVICING - Only From Silica 

Ai S'lta Shop, wb haw a decicwiwl E*rvi«« daparlmenl Br sortn Ml llmA Alari (rained lochnicBl ititi. 
Thli T«m d lijcilty ue*G»iad lo se-viclng Atan comfH^Ar proouclB. ThBir accumutdMd kncnladrje. jkill 
vi expBr>en» mokas Ihnin aw-und to none m IhBlr Field You can b* iu*e Ihat *ry ward curlDd cutf by 
ilwin is ol if* biph«t standard. A lunriflru or wnn'rjinrj wh«h w» t*t+-,t, yji M will rird ONLY FROM 
BILICA In addition to proving 'ull jorvemg rjniliriftj r&r Atari ST compulBri |both In *nd out 
| war>Bnly|, ourt»im d also atjlA lOofl^' n^enwryand modulalr^ i.pfliielw id ST -compulflra. 
IWb RAM UPGRADE: <X,r upgiide vn IhE slanoard Ann SMST-M o" SMST-FM kevboinl will 
<icra»*a !tia memory from llZK to * rrjuai>a ir>2*K It hue a lull 1 ywwirranft' and ia a^Bitafire tnxn 
Sllca ai *fi addibonal mt't pnce> ol only £B&B6 (+VAT - £10?) 

TV HDDULATOn UPGRADE: Silica can jporaoo tna 1CM0ST-F ^ include- a TV modjlilof to 
yw oan Ihen jse It wllh yo.ii TV Th<i is an internal upgrnrla and rJdee not inyotw any unbety 
ainrnal b<ii«a A cable to connecl your ST to any uomaFlic TV is iniludnd in tha priea or ihe upgrade 
»hi:t" ii o.tty LAB line. VAT i The upgrade a also avnllahla Tor aarly z$ i>ST ccrnp uteri jjt 1ha m prii» 

\TNE FULL STOCK RANGE - Only From Sifica 

Wt aim Id hup ibooU or all Atars retafad prodLdi and r>ur v.ar«huuSe carries a Hock & ow £H millajn 
*" ^Porl many wfcuarc tillaa nirai:! ire*-. Ihe USA and y&J * flrpl HM w- 'i h .i f aaw clnascr. in 
uvanca c' many -ji 3 gr competilc^s Unllka 0«i*vK w^u mny cnty Hflck Hktctad (iilst, we haw Ih* lull 
■anar In addlnon. wa o-ry ^ vjmplBle lino ol all bonkfi wiich na^e been wnlten about if* Atari ST A 
iange us wde as aura * somnlhflfl yfxi -ill t.nd is arable DMLV FROM SILICA 

I AFTER SALES SUPPORT - Only From Silica 

hah eraured PibI whan you fcjy yfiui ST from SilicairvDp, yoj * no | u ly»up UV rte4 Our Iree mailings 
lJutJ naaft ol mUjwus * nd cevBlopmonrj. This -ill h«lp m keep you up Hi date with wIi -hi- uloBsea 
ai wall u what" & happening in the Alan rpj-ttat Ann in audiiion. our sales s4atf ara ai In* end a 
lelauhune line to service all or your Aud requiremanls. n ycu pufcruaa an ST bum Silica and would Ilka 
any »chnic»J 4chice, wb havB a ".ill lima lOChftiiMJ auppcrt 1sam to halp you gdc |h« turn: Iram yoor 
compulor Ewjuih w« lia«e both tin Haf and lha ayiHuini ipeciSicalty dcdicaled 1o pnwldlno allar shIue 
servce ot Alan ST comriiiSArA. wij are conbdenl 1hat bli' uura Anioy an wcaprionBlly high lave nf 
uipfserl Tc n c«n be receivbd ONLY FROM SILICA 

[FREE CATALOGUES - On/y From Sifica 

a Sihw ohop we •ecoativ \t»- v .nwu ntyuire ur i dcpl". in?armalior iMmte. w'm-h is why me 

fall nawalai-tiiH priw bsls to our ST ownorsi Those are up Id H papea Icog ard ara mvnintHJ 
w<h technicaJ oeialls as -all a» Special olren and product daicriptiona ir ymj haye alreacy purchasBd an 
STaiiu wojld like to have y-Dur ra.TiA arirjAd loour mailirq hw. plcaw complAlA inecouccn a relurn It to 
La Thai inlOfrnar<m service is arguable DNLV FROM SILICA 

\FREE OVERNIGHT DELIVERY - From Silica 

Mou ordAts ara p-c™s«3 through cor commm* wiihin 24 hours ol rncaWng tham U.ni hardware 
orders are s*n1 by lh» r>.a.ai n N GROUP i courier aorvlna FREE OF CHARGE, to cualorr*™ wllh.n M 
UK Thismothod hetpa to aniura nunimurr. delay and majtlmum prolactin 

PRICE MATCH - Only From Sifica 

We hopelhat Ihe comblnabon or Our low rftcoa, FfttE UK dalltwy *aivi«», FREE StarlBr Kit ana FHEF 
aliar *aM# ftuppurl, will oe enough to rruii* you Cuy your Man oquipmant 1rom ibca Shop. <l rvawevBr 
Ihore is somnthing ymi wrsl- lu pjrehase ana you tjv) c«e or our compelllora oManng II at a ln-0r unce. 
Ihen please coMad our aaaat OeiiaMmenl. p>o¥inir»g uj with pur compeAilcr'a name, addrou and 
lalaphi>h« numbei A cor compelltor au sha flCKida in Muck, we will normally irwch ihe olfer (ana some 
preset larra prtca' impq} and ebll proiiot you wdh riui -lurmel t-ee delivery. Wa real I m ihat wa ar» no I 
Ihe only company who will mnlrHs » Compefhor's pnea. htadWMr ii you e*ne lc- ua for a pnea match you 
wil al(i> !m Hiih'Kfd tj ojr alter salaa ttrwlco. induing Irae newUtflan. and rtchnital support Tha 
rrakes aur prita maich pr^miee ralher spocial, lomaihlruj you will receive OWLi" FROM BILICA W* rxin'l 
iwsniyuu looo anywTic-'c else tc, r *i»n prutiucls Son hep an Silica, lha OK a Nol *tan SpociaHI. 

SIDCUP (Bl Mail Order 

M The Mews, Hatherfey Road r Sktcup, Kent, DA14 4DX 

LONDON 01-580 4839 

Ucn House (1st floor), 22? Tottenham Court Rd, London, W1P OHX 

LONDON 01-620 1234 ext 3914 

Seffndgss ( t$t ffoor), Oxford Straet, London, W1A 1AB 



+VAT=£299 



SO MUCH FOR SO LITTLE 

There is nothing that can compare with the incredible vaiue for money oftE-red by Atari's 
520ST-FM. For only £260 (+VAT=E299), you can purchase a powerful 512K RAM computer 
wttri a 95 key keyboard (including numeric keypad), MIDI interface, GEM, a palette o( 512 
colours, moose controller, and a 512K built-in disk drive. The 52DST-FM has a TV modulator 
built-in, and comes with a lead to allow yoj to plug it straight into any domestic colour 
television sat. The mains transformer is also built-in lo the keyboard, so there are no messy 
external boxes, You couldn't wish for a more compact, powerful and stylish unit. Atari ST 
computers are now lirmly established tn the UK. there are nearly 500 software titles already 
available for a wide variety of applications and the tist is growing all the time. And that's not 
all When you buy your new 520ST-FM (cr any Atari ST computer) from Silica Shop, you will 
get a lot more, including a FREE Silica ST Starter Kit worth over £t 00. Read Ihe QNLY FROM 
SILICA section on the left, to see why you should buy your new hfgb power, low price 520ST- 
FM from Silica Shop, the UK'g Not Atari Specialists. For further details of the range of Atari 
5T computers and the FREE Silica ST Slarter Kit, complete and return the reply coupon below 

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299) 

52Q5T-FM vrttti 511K RAM i mono nwnHor £3» (incVATi Upgrade frciti 51SK HAM 1o 1024K RAM E1M ore W : 



ATARI 1040ST-F - NEW PRICE 

Wc am pIcuMirJ to iPriOunLe a ne-w reduced pr c : ri riOini on ;\ e 
1D405T-F Which ia now aveilaHle 'r,r gnly S4&> (ino v*T; The 
1040 ia a pcwerlul computer with 1 Mb r>1 RAW and also inciudu 
a huilt-m 1 Mb dobhl* qldflrj 3 ft" rjiak drive. Tha 104ft has b«r» 
designed 1nr i.a? <jn tuair*ss and omfesiiDnad Rppl.taliCint 
mosd or which r *quire a h«cjh resolLliar mgngctirOTIS Of colour 
mon>1or H flOefl not tnerel&re haw« a*i RF moduMldr tor use- 
wiiha do'iieslic TV s« Mrxlijlalr^s CFintie fnleo lLc£.49^incV*T | 
XMB$: f XirlKva vmaiTMahX* £4ttf>mr WT> 

ir yiiii wi'rali IHi. lurlhtr details Ol Iht 1'HD9T-F ; nilurn itie coupon bpow. 

MEGA STs NOW ll^l STOCK 

For 1hw lour who raqu ir«a even mora RAM than th* S?r> or trjtfj 
ST i oMbv. ihe new MEGA ST camputor*. are now B^aittMa. 
Tbere aire r/wu MEGA ST s, orn with ?M b or RAM and the olhwr 
wilh a massive 4Mb Both new computara ara 1i*Hy compBtibte 
wilh ejtiitinf Si's a/irj run Currenily available ST Mltwnrtf, T(i* 
MtGA 5T* sure styled 66 an expanouiUa Cantril Prcces*nrj 
Unll wilt Op*u a'chMeclurc end a dntachnhlo keyOoard Tlicy 
are suppJiatf wnh GEM a tnwi moirte CtyitiOller anrJ all «Htra» 
an wilh Ihe S20 or 1D40 Pricae Bra «a 'C- ows: 

WEG4 5T 1Mb Raaaaaitl ^ CPU am DM KHj 

■aSOM 1 T tub rferhvn? • - Msr.o UoiOot tmfme WW 

M£GAST4Ub« rf *m<f.CfV «*#.'Hc»1rt 

MEOA ST tm KryPetmf ' CPU ' StttSf UBH AftMitev mi f w VA7i 

' wouta i.m- runr-r •:mi»i< ol the vi-i* 3Ti, raium mi 4»ifH>n below 



ATARI 




To: Silica Shop Lid, Dept PSIX 11S7, H The Mews, Hattwrtey Read, Skfcup, K»rtt, DAW 4DX 

PLEASE SEND ME FREE LITERATURE OH THE ATARI ST 



Mr/Mrs/Ms: 
Address: 



Initiate: 



Surname; 



Postcode: 



too 
Hw 



DO VOU already OWh a computpr 

If so, wdlcft one do you own? 



lam. 




OBLITEHATOH 

You are Drek We Last of the 
Orjilierators, a genetically enhanced 
and awesome lighting machine, bio- 
engineered lor the execution of 
incredible tasks, the ultimate solution 
to the most cataclysmic of 
predicaments. 

In the voids of Federation space an 
alien cruiser has materialised, it is a 
ship or sinister and foreboding 
power, Federation defences have 
been smashed. Earth lies exposed, 
there is only one hope and you are it! 

Summoned by the Federation 
council, your assignment Is to use a 
prototype matter transporter to 
infiltrate the alien cruiser, Armed wHth 
a particle beam disrupter, lasers and 
whatever the alien habitat can 
provide, you must cripple the alien 
vessel thus enabling its destruction. 

What awaits? What technological 
perils and strange diabolic 
advaraanes will try 1o thwart you in 
your mission? 

Can you become Drak the Last ol the 
Obl>ta*atr>rs? Can you survive? Can 
you overccme such unthinkable odds? 

COMING SOON 



TERBORPODS 

Its been a long watch . . . As the sun 
disappears over Ihe horizon, the 
unmvfting, grey Weakness of Colian 
becomes apparent. FoHowing the 
intense heat of the day, the onset of 
night adds the bitterness of sub-zero 
temperatures lo an already hostile 
environment, and the Stark interior of 
the G-S.V. appears almost homelike. 

Deep melancholy is suddenly 
smashed by the shrill scream of a 
siren, the status panel has gone 
Crazy, an extraordinary array Of lights 
flesh uncontrollably. Good grief . . . 
what's happening? 

Frantically, you turn to look at (he 
command Scanner, hunting through 
the mass of information before you, 
in a desperate attempt to decipher 
whul has happened. 



Your whole being ireezes 
be! The Terror pods . . . 



It can' 



AVAILABLE NOW 



BARBARIAN 

Can you become Hegor the lamous 
dragon-slaying, nrionster^mangling 
Barbarian? 

Are you the warrior who can enter 
1he fearful realms of the 
underground world ol Durgan, a 
world terrorized by the evil Necron? 

Can you handle the adventure, the 
frenzied attacks, the hidden traps, 
ihe gruesome death dealing 
monsters? . , . 

Your quest; to destroy the lair of 1he 
accursed Wecron. Your prize; the 
kingdom's crown. 

Your lask is awesome! Yog must I ye 
an your wits, conquer your innermost 
fears, use every skill and weapon 
available to you. 

Hideous perils await. Can you 

survive? . . . 

Are you Hegor the famous dragon- 
staying, monster-mangling 
Barbarian? 



AVAILABLE NOW 



Psygnosis 
FREEPOST 
Liverpool L3 3AB 
United Kingdom 
Tel No: 051 236 861 
Fax: 05 1 207 4493 
Telex: 629474 



ACCESS 



VISA 
VfSA 



OBLITERATOR 


— £24.95 


TERRORPODS 


— £24.95 


BARBARIAN 


— £24.95 


DEEP SPACE 


— £24.95 


ARENA 


— £24.95 


BRATACCAS 


— £24.95 


ARENA/BRATACCAS 


— £29.95 



AH available for 512k colour. 
Atari ST ? Commodore Amiga, 




